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The man behind many/gaming 
magazines and games)V shows 
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KILLER APP 
SUPER STAR WARS 


The only game worth buying\a Super 
Nintendo for 


7, OOPRIG 


Y One of the/most underrated survival 


horror games of all time 


Ready 

RUN” 

Press PLAY then any key: 
Loading RETROACTION issue 5S 


Retro-inter-action 


Anyone who remembers our first few issues many moons ago will know how the zine took 
advantage of PDF interactivity such as bookmarks, internal links, and external links. Not only 
does this special issue have the usual bookmarks and links, but also new interactivity such as 
zoomable images and image slideshows. 


The home icon. A click on this allows the reader to jump back to the contents page 


The magnify glass icon indicates that there is a zoomable image or zoomable image 
slideshow. Zoomable images in the article are highlighted with a green border 


The next and back buttons are found in the image slideshows. A click on the next icon will move 
the slideshow onto the next image, and a click on the back icon will move to the previous image 


The close button is found in both zoomable images and image slideswhows. A click 
on this icon will close the zoomed image or slideswhow to return to the magazine 


A musical note logo indicates that there is an audio clip related to the game on the page. A 
click on the icon will bring up a small audio player controls where the audio will playback 


The monitor icon indicates that there is an external video link related to the game on 
the page. A click on the link will open the related video 
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The Retroaction interactive features are best viewed in Adobe Reader with ‘Two 
Page View’ via View>Page Display. 


Modern gaming is dead... 
Long live “old fashioned” gaming 


What’s so great about “old fashioned” games (as 
the younglings would call them)? The answer will 
no doubt be different for everyone. For myself it is 
a number of things: nostalgia, disillusionment with 
modern games, cost of modern gaming, and time 
available. 

Classic gaming brings back memories of when 
things were okay in the world. A time when we had 
no worries, no job responsibilities, no bills, and 
everything else that comes with adulthood. Back 
then all we had to worry about was how to get past 
a tricky section in Shining Force, and we had plenty 
of time to work it out, too. Sure, younger gamers 
may be put off by the limited graphics, but the true 
classics have stood the test of time, regardless of 
their visual capabilities. 

So here we are, resurrecting the past again for 
the tenth anniversary of Retroaction. Yes, ten years. 
It was actually 4th February 2009 that Retroaction 
issue one hit the digital highway. It seems like it was 
just yesterday when we were scrambling around, 
planning content, designing layouts, and recruiting 
staff. 

So we're back with new and old content that 
was originally planned for the cancelled issue 5 
way back in 2010. Some of this content appeared 
on Retroaction’s website and other sites, while 
others have since disappeared through the years. 
While some of this issue’s content may be online 
somewhere in some form, we feel these articles 
would be better presented within these digital pages 
— as they were meant to be... 


The past is here... 


retroactionmagazine.com 
twitter.com/Retroaction 
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the Lost Arcades 
tion takes a special trip back to the late eighties 
eat golden age 


waa 


In  Retroaction 


6 Retronews 
We re-live some of the biggest news happenings 
since the last Retroaction issue 


4 
t 22 Retro Respect: UFO: Enemy Unknown 
> - We show respect to one of the finest strategy 
yt games of all time 
Surviving the Horrors of Martian Gothic 26 How to Cause a Complete Controversy 
Arguably one of the most underrated games in the How to be A Complete Bastard caused quite the 
30 survival horror genre. Retroaction explains why controversy when it appeared on a covertape 


gamers should give Martian Gothic a try 


30 = Surviving the Horrors of Martian Gothic 


A rather forgotten and underrated survival horror 


36 = An Interview with... Stephen Marley 
We talk to game designer and author Stephen 
Marley about Martian Gothic 


42 — Killer App: Super Star Wars 


A game so outstanding that you would buy the 
system just to play it 


46 Hack Attack 


The best of game hacks for your favourite game 


50 Games World Lookback 


We take a look back at the classic Games World 


Killer App: Super Star Wars 


lf there is one game out there: that might persuade 
42 Mega Drive gamers to hunt out aSuper Nintendo then 


ae 56 An Interview With... Dave Perry 


Dave Perry reminisces about his involvement in 
gaming magazines and television 


! 66 Wacky Challenge: NHL Hockey. 94 
Bored with classics? Prolong the fun 
) | Lost in Translation: Pulseman 
We take a look-at the,best.games that don’t reach 


Games World Lookback 


Retroaction looks back at the daily television 
50 videogames show that was Games World. 


Western audiences 


78 Computer Warrior Part 5 


The final story arc from the 1990s Eagle comic 


86 An Interview With.» Roger Kean 


i | Roger Kean talks about'the rise and fall of 
Newsfield Publications and its legacy 


96 Retro.Respect: Decap Attack 


A quite unloved resconstruction of its original 
incarnation, but deserves more respect 


Games Roundup 
A.roundup On, some releases of the last decade 


108. Reviews 
We cast a critical eye on some of the best 
homebrew games from the last decade 
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Retrogaming events hitting the headlines over the past ten years: Retro Gamer 15 Years Old pageisix - 
Retrogaming Books from visuals to pixels page seven to eight - From Bedrooms'to Billions documentahy 


page nine - the Mini Retro Consoles boom page nine - 


he 
/Retroni 


he Mini Consoles E Boom 


ith the retrogaming book craze 

in full swing, the mini console 

craze reached new heights in 
2016. While there had been many plug 
and play dedicated mini consoles released 
beforehand (Atari Flashback, Namco Plug 
and Play game, Atgames’ Mega Drive, 
etcetera), it wasn’t until Nintendo released 
the Nintendo Classic Mini that the mini 
console market exploded. 

Released in 2016, the hugely successful 

Nintendo Classic Mini, which is essentially a 
miniature styled NES machine plugs into a 


television by a HDMI cable, and is played with 
a regular sized replica NES gamepad. The mini 
console comes pre-loaded with 30 classic NES 
games such as Donkey Kong, The Legend of 
Zelda, Mario Bros., Metroid, and more. 
Nintendo followed this up in 2017 with 
a mini version of the Super Nintendo 
Entertainment System, which comes pre- 
loaded with 21 games, including Donkey 
Kong Country, Final Fantasy VI, F-Zero, Star 
Fox, Super Mario Kart, Super Mario World, 
Super Metroid, (the previously unreleased) 
Star Fox 2, and more. 


Coding Competitions rounaup page ten 


a 
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The PlayStation Classic was released in 
2018 to ride on the mini console bandwagon. 
Just like Nintendo’s miniature machines, the 
PlayStation Classic is a smaller version of 
the original PlayStation that was released 
in 1994. The mini machine comes with 20 
games such as Grand Theft Auto, Final 
Fantasy VII, Meal Gear Solid, Resident Evil 
Director’s Cut, Tekken 3, and more. 


retronews 


It was only a matter 
of time before one of Se 
the,world’s best selling ‘ 
cE arrived on 


" Notto be confused with the 
controversial Vega+ crowdfunded disaster, ais 
because the Sinclair ZX Spectrum “i 
VEGA was a successful campaign to 
manufacture a Plug and Play machine 

= ws that emulates the ZX Spectrum. The 


gamepad style box plugs into a television *, malts togmaise ais ay missing s some classics, it comes 
= and features a d-pad and four buttons. A Sis) W'thfan pon to phy games fromenSe 


massive 1,000 games are included such 
‘as Defender, Forbidden Planet, Horace Bp It was only a matter of time before one 
Goes Skiing, Auf Wiedersehen Monty, of the world’s best selling computers 
Back to Skool, and Jack the Nipper, while arrived on the mini machine scene. The 
players can also add their own games C64 Mini is bundled with a joystick, a 
using a Micro SD card. Us: power lead, and an HDMI cable. The 
https://wwv mini computer comes with 64 pre-loaded, 
including Armalyte, Bounder, California 


aiies, SpinDizzy, Creatures, Speedball 
2, Impossible Mission, and more. Just like 
the ZX Spectrum Vega, The C64 Mini has 
the ability to read SD Cards to add extra 
C64 games. 


<< 


PlayStation 


ae 


WIOMCeAGAC AA ¥ 
= \ 


PlayStation. as 


PlayStation.Classic 


Sony Interactive Entertainment released the The official Mega Drive Mini is due for release in 2019 by Sega 
PlayStation Classic in 2018 themselves 
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retronews 


The story of the 


commodore 


C64 


Chris Wilkins 


Sinclair fs Spectra: 


a visual compendium 


The Storyofithe Commodore\64)in Sinclair ZX Spectrum:’A\Visual Compendium: 
Pixels: one\of,; many books) in\theyseries one of many booksjin\the}series, 


hile we saw a few retrogaming Kickstarted to suit your needs. that it is hard to track down all their books. 


books back in the mid- The original retrogaming book publisher However, a couple of them can still be 

noughties, they really seemed was Hiive Publishing who published tracked down online in various forms by 
to have exploded in 2012, and we have books from 2006 such as ZX Spectrum searching for their respective title. 
seen a book dedicated to virtually every Book - 1982 to 199x, The Commodore One of the first fan-publishers to hit 
classic machine published. Of course, the 64 Book - 1982 to 199x, The 8-Bit Book Kickstarter was Chris Wilkins (under the 
high profile books have garnered most - 1981 to 199x, and more. Unfortunately, name of Fusion Retro Books) with Ocean: 
attention from their Kickstarter successes. the company closed down a few years The History in 2012. This was later 
Whatever your favourite machine or later, just before the big retrogaming followed by The Story of US Gold, The 
games, there will have been a book books Kickstarter boom, which means Story of phem , (oe Srequm Commodore 


ee 


The imaginative front cover of the ZX Spectrum Book, 
which was arguably the first retrogaming book of its kind 


The Book of the Game of the)Filmttakesfan amusing look El 
film tie-in games on variousiformats 


64, Amiga) in Pixels series. There has 
\ 4 also been the popular Crash and Zzap!64 
Annual 2018/2019, and many more. 

§ hitps:/Awww.fusionretrobooks.com/ 

Not to be confused with Bitmap Brothers 
(the respected 16-bit developers known 
for the classic titles such as Speedball 2 
and The Chaos Engine), Bitmap Books 
is an equally respected retrogaming 
books publisher run by Sam Dyer. 

Bitmap Books is another publisher who 
= crowdfunds their books on Kickstarter 


The Bitmap Brothers: Universe book 
from Read Only, Memory, 


= 1. 
with much success. Their main series is 
the Visual Compendium books, including 
the Commodore 64, ZX Spectrum, Amiga, 
NES, and SNES versions. They have also 
publish art books such as The Art of Point 
+ Click Adventure Games, Artcade, 
https://Wwww.bitmapbooks.co.uk/ 
Read-Only Memory was set up in 2012 
by Darren Wall and has published qualiy 
books such as The Bitmap Brothers: 
Universe, SEGA Mega Drive/Genesis: 


retronews 


or) y 
itu 


Commodore Amiga: 


f pular, computers ‘Of of the 
time Mabon Peciooai 
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Geeks-Line is the publisher behind , 
such the Anthology series of retrogaming __].; f i 
books, and has seen successful . -. wf 

Z o. 
Kickstarter campaigns for versions on the | - 
GameCube, PlayStation, Neo-Geo, and i ( A 
ae 
Nintendo 64. iy a 
httos:/Awww.geeks-line.com/ FE y 
Golem Books is run by Jerry Ellis, who ri 


wrote The 8-Bit Book 1981 - 199x that 
» was originally published through Hiive 


- Publishing before it closed. With Golem 


Collected Works, Sensible Software 1986- tr Books, Jerry brought The 8-Bit Book back 
1999, and many more. 


nits: /reaconlymemory. val 


g 


Fentereae OLD GAMES 

YOU’ VE PROBABLY 

pNEVER HEARD OF 
ee 


‘a? 


STUART ASHEN: 


“The ultimate retrospective of the Stuart Ashen’s Terrible Games... books 
[Mega Drive] console” looks at gaming’s terrible games 


for another print run along with his new 


* project, The Book of the Game of the Film. 
_ At time of writing, Jerry was putting the 
«finishing touches to his third book, titled 
Arcade Imperfect. 

a https://jerellis1 .wixsite.com/golembooks 


While not a retrogaming book publisher, 


_ Stuart Ashen has written two books that 


were published through the crowdfunding 


_ publisher Unbound. Terrible Old Games 


You've Probably Never Heard Of is a 
lookback at some of the lesser quality 
unknown video games from the 1980s and 
1990s. Written by Stuart Ashen, the book 
can be found at his Unbound page. 
https://unbound.com/authors/stuart-ashen 
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MSxXdev winners: Teodoro)yNoySabre) 
Volar (left) and XSpelunker(above) 


Games Creation Contest Roundups 


here have been plenty of game 
creation contests springing up 
over the past decade for many 
of the most popular computers and 
consoles. Many of the contests offer many 
categories with the chance of winners 
receiving cash prizes. 
One of the oldest gaming contests is 


the MSXdev, which covers the underrated 
MSX range of computers. The MSXdev 
contest has been running since 2003 with 
more recent winners including Teodoro No 
Sabe Volar (Retroworks — Dimension Z, 
2012), Shouganai (Paxanga Soft, 2013), 
Pretty Kingdom (Nerlaska Studio, 2014), 
BitLogic (2015), and XSpelunker (2017). 


http://msxdev.msxblue.com/ 

The CPCRetroDev Game Creation 
Contest has been running for seven 
years (at time of writing) and has seen 
some fantastic games developed for the 
Amstrad CPC. Again, this is a contest 
that offers various categories and cash 
prizes. Recent winners include Retro 
Robot Rampage (Vortex, 2014), Space 
Moves (Toni Ramirez, 2015), Outlaws 
(RetroBytes, 2016), Baba’s Palace 
(Azicuetano_McKlain, 2017), and 
Operation Alexandra (4Mhz, 2018). 
http 

The RGCD C64 16KB Cartridge Game 


-//cpocretrodev.byterealms.com/en/ 


Kit) engine. Winning game entries include 
Sheer Earth Attack (Gaetano Chiummo, 
2013), Double or Nothing (Alf Yngve, 
2014), Abyssonaut (Anthony Stiller, 
2015), Border Blast (Alf Yngve, 2016), 
Valkyrie 2 (Eleanor Burns, 2017 Spanish 
SEUCK Compo), and Valkyrie 3 (Eleanor 
Burns, 2018). 
http://tnd64.unikat.sk/ 

The SMS Power Coding Competition 
is a Sega Master System gaming 
development contest that has been 
running for a few years now. Winners 
include DARC (Zipper, 2012), Gravity 
Beam: Master Gaiden (MrD, 2013), 


Development Competition ran for a few 
years between 2012 and 2015. The 
contest focused or Commodore 64 game 
development with the aim of a physical 
release on 16kb cartridge. Winning entries 
include Super Bread Box (Paul Koller, 
2012), Monster Buster (p1x3l.net, 2013), 
PO Snake (Antonio Savona, 2014), and 
Icicle Race (John Christian Lgnningdal & 
Saul Cross, 2015). 
http://www.rgced.co.uk 

SEUCK Game Creation Compo is 
another game creation contest for the 
Commodore 64, but this one focuses on 
the SEUCK (Shoot Em Up Construction 


GalacticyRevenge won the:SMS Power Coding Competition 
in 2018 


retronews 


The vertical shoot ‘em up Valkyrie 3 was the winner of the 
2018 edition of SEUCK Compo 


BOoM \vingazole; ichigobankai; furrtek, 
2014), Lander 2 (jmimu, 2015), Bara Buru 
(Kagesan, 2016), Astro Force (eruiz00, 
2017), and Galactic Revenge (eruizOO, 


(oxerel tate 
Nesdev Coding Competition covers 
game development for the Nintendo 
Entertainment System (NES). Previous 
winners include Love Story (Tom Livak, 
2014), Twin Dragons (Glutock, 2016), 
and Gruniozerca 2 (Lukasz Kur & M-Tee, 
2017). 
http://nesdevcompo.nintendoage.com/ 
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“Streets of Rage Remake 


(2011) 


The Streets of Rage series is synonymous 
with Sega’s Mega Drive, with the three 


games in the series released in 1991, 


1992, and 1994. A fourth game in the 
series was cancelled during the Saturn 
era in the mid 1990s and the series was 
put on the back burner for years. Streets 
of Rage Remake is a game that had 
been in development by Bombergames 
for many years before its final release in 
2011. It can be considered both a remake 
and sequel that takes from and builds on 
the previous three games to great effect. 


Flashback (2013) 


The original Flashback was a landmark 


Remakimasthe 
Sint 


plots, visuals, and gameplay. The game 
was released for Windows, Xbox 360, and 
PlayStation 3. 


Strider (2014) 


Strider was originally released in the 
arcades in 1989, but it is arguably 

the Mega Drive release that is best 
remembered by gamers. The 16-bit 
console had a near arcade perfect 
conversion and features the same 
platform adventure slice em up action 

of the arcade. The 2014 game uses the 
basic premise of the original, while mixing 
in the best gameplay elements of all the 
Strider games and others. The game was 
released for Windows, PlayStation 3, 
PlayStation 4, Xbox 360, and Xbox One. 


release in the 16-bit gaming era, breaking ea Resident Evil 2 (2018) 


new ground in action adventuring. It 
features a superb mashup of classic 
science fiction plots with great set- 
pieces and action. Flashback (2013) isa 
re-imagining of that classic with updated 


ES Due to PC hardware mix ups, the second 
game in the survival horror series was 
the first one that this author experienced, 
and as such, have the most affection 


for. Looking back, it is arguably the 
best in the series: great B-movie style 
plot, characters, engaging gameplay, 
and great replay value. Resident Evil 2 
received its long overdue remake from 
Capcom in 2018. If there is any reason 
to buy an Xbox One, PlayStation 4, or 


super powered PC, then this game is 
jit. This isn’t simply a remake either, but 


a re-imagining as it expands upon the 
Original in both story and gameplay. 


From Bedrooms to 
Billions 


From Bedrooms to Billions is a 150 minute 


documentary created by Anthony and 


Nicola Caulfield that retells the story of the 


British video games scene from its early 


days to the present day. The documentary 


features insight from developers such 
as Jeff Minter, David Braben, David 
Perry, Peter Molyneux, and more. From 
Bedrooms to Billions is available in 
standard and special editions in various 


.. media formats such as digital download, 


DVD, and Blu-ray. 


http://www.frombedroomstobillions.com/ 


ANTHONY CAULFIELD & NICOLA CAULFIELD 


‘Retro Gamer is 15 Years 
Old 


At time of writing, Retro Gamer 
magazine is 15 years old, which is quite 
an achievement for any magazine. 

It’s fair to say that the retrogaming 
magazine has had some ups and 
downs, changing publishers three times 
in all: Live Publishing (2004-2005), 
Imagine Publishing (2005-2016), and 
Future Publishing (2016-). In each of its 
incarnations, it has always kept a fine 
balance of retrogaming mahines and 
games. Long may it continue. 


https:/Awww.retrogamer.net/ 


ZX Spectrum Next 


The original ZX Spectrum was one of the 
most popular computers in the UK during 
the 1980s and still has a huge following 

in the retrogaming scene. Hardware 
modifications and new homebrew games 
are still emerging year on year. In 2017 the 


le 


za 


ZX Spectrum Next Kickstarter succeeded 


in crowdfunding almost three-quarters of 

a million pounds to develope and produce 

an updated and enhanced Spectrum 

~ computer. As well as being compatible with 

‘original Spectrum software, there are many 
new enhanced games being developed for 
‘the computer. https://www.specnext.com/ 
http:/Awww.spectrumnextgames.uk/ 
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Everyone loves Star Wars, 
so imagine our excitement 
when we discovered that a 
new homebrew game titled 
Star Wars: The Last Hope was 
in development for the 8-bit hen we first noticed the loading 
Commodore 64, ZX Spectrum, Wie= we didn’t think much 
and Amstrad CPC computers of it, but as soon as we were 


told it was a new Star Wars game, we 

thought it was brilliant. We saw that the 

loading screen had things that we know. 
_We literally lost control of our senses 
and started to think about all the cool 


So 
There's alot of =" 
changeybut not too 
niu chase It's_s 
epic, But subtle atithe 


same time Ei 


, Rey, Kylo Ren, the force, laser swords, 
X-Wings, Tie-Fighters, Star Destroyers, 
AT-STs, and many more Star Wars tech. 

The Star Wars galaxy is literally limitless Py 
after all. 

Judging by the loading screen, title, and 
our exclusive preview of the first screen in 
action, the game appears to be a homage 
to the Star Wars films rather than a direct 
adaption of any episode in particular. It’s ee! Byki BRE : unite TE * 


& long tame age in & gakewp far 


far away... eR el ee 
A nice,rendered|imageyfor ‘5 CPG 5 Be . gr) Me - . - Be : i|| 


loading screen\(far, above) 


and, the,familiarStar'Wars intro Wasetsword.action'with Rey,and,the Nonjstopyaction on ae El ZX 
(above) sandpeopleyon the Amstrad CPC comme version|(and| a Tl 


14 — 
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: isinicelto}see 

a strong? female 

ye ot enrole in the 

game, because we've 
never seen any strong 
female characters in 

video games before 


A.Star Destroyerappears in the intro (above, C64). and| Rey fights one.of/the 
boss) guardians (right, CPC 
a8 cs ee lle 


a o 
™! similar to what we know, but not too similar. to be fun. Sit in front of a screen and zone 


™ = =There’s a lot of change, but not too much ™ out for eight hours a day kind of fun. 
change. It’s epic, but subtle at the same time. Personally, we love this game and hope 


5 It is nice to see a strong female character .. it gets an official release pretty soon. We 
, role in the game, because we've never _, said the last Star Wars game was the best 
m= seen any strong female characters in m game ever, giving it a perfect score, but 
- video games before. There are alsosome _it looks as if Star Wars: The Last Hope is 
—  ahierae characters sprinkled throughout “a even better. — 0h cord A 2 oa 5 
game, so it’s nice to see a Star Wars game We always keep you up to date <->. 
finally including some diversity. with the latest developments with the 


Of course, there will be people who will a impressive looking homebrew games 
hate on this game, ‘cause “haters gonna out there, so stay with us, guys, as we 
hate”. There will be grumblings about the keep you updated on the updates of the © 

"plot, the characters, the gameplay, or the development of this very cool game. . 


controls, but really, games are just meant Very cool. 


Diverseyaction)\with)Rey/(leftito) right: 
Spectrum) CPG C64! 
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ELECYTHONIC ARTS® 
PRESENTS 


LAKERS 


AND THE NBA 
PLAYOFFS 


s every gamer will know, EA 
Sports, a division of Electronic 
Arts, is a well known developer/ 


publisher of sports titles, producing some 
of the leading games in the particular 
fields of football, hockey, golf, basketball 
© comvarcut rem ELECTRONEE ants and soccer. However, EA Sports, which 
ISED BY SEGA ENTERPRISES LID. started out as EASN (Electronic Arts 
= Sports Network), and its world leading 
sports games, kicked off big style on 
Sega’s 16-bit wonder console, the Sega 


— ” Genesis. It’s fair to say that the popularity 
Le 31 of EA Sports’ titles was also a major factor 
in the console’s success in North America, 
puSKs so there’s no better place to'start our 
- nostalgic journey than the early nineties. 
e. . 34 With (American) football being one 
e of the most popular sports in North 
TSON : ! : : ; 
a | America, it was inevitable that Electronic 


Arts — under their EASN division — would 
produce a videogame based on it. The 
John Madden Football series-actually 


The Genes 


EA Sports made its name on the Sega Mega Drive, helping the games 
console reach new heights in its battle against the monopolization 
Nintendo. Retroaction looks back at five of the games that set 

2 benchmark for their relevant sports field 


EA Sports 


YANWNS NOILLOVOULAY 


started out in 1988 on the Apple II 
computer, although you could argue that 
its main success was on the Sega Mega 
Drive in the early 1990s. 
With broadcaster John Madden behind 
the endorsement, the game instantly 
had an air of authenticity with regards 
to gameplay and tactics. Even if you 
aren't a fan of the sport, you still find 
yourself engrossed with the game’s 
in-depth statistics and features, and 
that’s testament of the effort that the 
development team have put in to produce 
the game. Madden himself introduces 
each match with stats and summaries, 
while the match tactics and set plays — 
using football jargon — are relatively easy 
to understand and pull off with success. 
John Madden Football ‘92 came out 
in 1991 and features many updates and 
improvements over its predecessor, 
including various pre-season/season 17 


re 


games, play-offs, instant replay functions, 
two-player cooperative option, and more. 
While the 16-team. knock out tournament 
— which is no Super Bowl — may only 
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have four rounds, it certainly makes up for 
in engrossing, detailed individual games. 
The team names and player names may 
not be authentic, but it doesn’t matter 

one jot, especially when two players play 
head-to-head. 

The third perspective pitch viewpoint that 
zooms in and out is impressive, but it does 
take some getting used to. The graphics 
are solid enough, with some fine animated 
sequences, but it’s the soundtrack and 
bone crunching sound effects that stand 
out. Then there’s the fantastic action replay 

|. function, where the player can pause the 
game and replay any of the action from 
any player’s perspective. The multitude 
of options, including stadium type and 


Above:jlouchdown/)as}the' player, 
celebrates 
Right: Ten)yard| gain) bythe home;team 


18 


Evenif you aren't a fan of the sport, you still 


find yourself engrossed! with the game's in- 


depth statistics and features 


weather, can keep the game varied, but 
the actual game is where it’s at, and it’s a 


= 
fantastic play. 


It’s strange how a videogame can 
get you heavily into a sport that you 


previously never had any interest in what 


so ever. The NHL Hockey series did just 


that for this author and, we’re sure, many 


other gamers across thesglobe. 


=== With the release of NHLPA Hockey 


‘93 — the second ice hockey game in 
the series after NHL Hockey.(aka EA 
Hockey) — EASN introduced player 
names and team rosters, giving a whole 
new realistic feel to the game. However, 
due to licensing deals, EASN didn’t have 
the rights to display the team names and 
logos. Instead of Pittsburgh Penguins, 
we get Pittsburgh, and instead of New 


York Islanders, we get Long Island. To be 


honest, this isn’t that much of a problem, 


as having the players’ names in the roster 


om” 


=m Just like EASN’s Madden game, NHLPA 


™= through the air as fast as a bullet and bone ===" 
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lists is such a step up from the previous 
game. You care more about the players 


= 
when you know their names and tend 


to pick your favourites. NHL Hockey ‘94 
may well be the better game overall, with 
both NHL and NHLPA licenses, but the 
‘93 edition was released at the right time 
for many gamers, and remains one of the 
most iconic ice hockey games. 


Hockey ‘93 features superb TV style 
presentation throughout, with TV style 
match intros, stats, options and the fantastic 
action replay. While Madden is perhaps a 
little slow, NHLPA is played at a breakneck 
speed, with players skating up and down 
the rink at a furious pace, pucks zipping 


breaking tackles happening frequently. 

The vertical overhead viewpoint is also 
a good choice for the sport, making for a 
great tactical passing game. The graphics 


rr a 


oo =o Ce ee ee 22 


Above: A slap’shotitowards)goal| and\it?sjin 
Top right: Oh; no;a head’cracking)injuryito Yzerman 


mm Vs Lakers was the 
second basketball 
game in the NBA 
Playoffs series, 
following the previous 
year’s Lakers vs Celtics, and also came 
with a plethora of features. 
Of Course, it wouldn’t be an EASN game 
_» if there wasn’t some super indepth TV 
style presentation throughout and Bulls 
vs Lakers has plenty. There is the court- 
side TV.coverage style commentary 
m= onthe game with team line-ups, stats, 
and figures. There’s the realistic visuals 
with each player looking like their real- 
= life counterpart. Most importantly, for the 
first time in the series, any of the game’s 
action can be replayed with the instant 


uumemem=™ themselves are as smooth as ice (ahem), 
including some wonderful animated goal 
celebrations, pucks breaking the back 
glass, players fighting and even some 
spilled blood. Sound plays a major part in 
the game with superbly recreated organ 
music thumping out during the game’s 
face-offs, pauses, and other situations, all 
of which addssto the frantic atmosphere. 
As with many great games, NHLPA plays 
even better with two players going head to 
head, although friendships may be tested 
as tempers flare. 

For their basketball series, EASN 
managed to secure the rights with the 
NBA license, including the teams, the 
players and, of course, the NBA Playoff 
tournament itself. Released in 1992, Bulls 


NHLPA isiplayed atta"funious pace, with pucks 
Zipping\thfough) thelairfasifast asia) bullet and 


bone breaking tackles 
— :- 


replay facility. This was also the first time 
that the series displayed the NBA team 
logos on the courts. 

Playing either single player, two player 


mam versuS, Of CO-Op, gamers can compete 


in a one-off game or take part in the NBA 
Playoffs. All the moves of basketball that 
you would expect to see are in the game 
— dribbling, passing, shooting, dunking 
— but star players also have:their own 
unique special moves, which can be 
produced by pressing the shoot button 
at the appropriate place near the basket. 


mam Michael Jordan has his ‘Air Reverse’ 


move, Karl Malone has his ‘In Your 
Face Slam’, Sir Charles Barkley has his 
‘Monster Dunk’, and many others. 

As expected from an EA Sports game 
the visuals and sound are spot on, 
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The Genesis of EA Sports 
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and help create a fantastic basketball 
atmosphere. The actual game itself is 
quite a playable simulation of the fast 
paced sport, even if it is a tad slow to 
make certain moves, and takes a little 
while to get the hang of things. 

The PGA Tour Golf series really hits its 
stride with the second outing, improving 
in all aspects of the game. Improved 
options, more tournaments, more courses, 
better visuals, and many more additions 
and tweaks. With PGA Tour Golf II, 
developer Polygon Games successfully 
recreates the feeling of playing a round 
of golf with sand traps, water hazards, 
and wind affecting your shots. Then 
when you do get the small ball onto 
the green, there’s the undulation of the 
green to take into account before putting 
the ball into the hole. 

Hitting the golf ball is actually more 
difficult than you would think, but with 
practice it is manageable. With a press of 
the button, a power bar goes to the left, 
where the player presses the button at 
the necessary shot power. The power bar 
will then return back to the right, where an 


accurate button press on the sweet shot 
spot will result in a perfect swing. Missing 
the accurate swing section of the power 
bar will result in a wayward shot, hooking 
or slicing the ball. 

The game features twice as many 
courses, playable or Al controlled 
professional golfers. Four players can take 
part in the game, with each one taking 
turns against the others, or there can be 
a combination of human and Al controlled 
players. As expected with an EA Sports 
game, the presentation is top notch, with 
TV style intros, leader boards, game 
cards, stats, options, and replays. With 
the battery back up feature, your best top 
scores and stats can be saved for future 
reference. PGA Tour Golf Ii has everything 
that a gaming golfer needs. Yes, the fly-by- 
hole TV style sequences may feel a little 
jerky, but, along with a fitting soundtrack 
and presenter’s commentary, it all adds to 


with the second outing 
of the game nit 
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Above: A wedge blast from the sand 
bunker heads towards the hole in PGA II 
Left: A hopeful punt towards goal in 
FIFA International Soccer 


the TV atmosphere of the game. 

Golf might not be to everyone’s 
taste, but PGA Tour Golf II is so well 
produced, it should appeal to those 
who would normally never think about 
playing a golf game. Nothing else 
captures the relaxing experience of 
strolling around a lush landscape, hitting 
a small white ball around — and the 
tense atmosphere of competing against 
the cream of the PGA players — as well 
as PGA Tour Golf II does. 

The early years of the Sega Mega Drive 
was riddled with average to abysmal 
football games, and gamers around 
the world were crying out for’a decent 
representation of their favourite sport. 

So when EA Sports announced that 

they were developing a soccer game, 
journalists and gamers alike rejoiced. After 
all, withssuch quality sports games asthe 


improving}inrallfaspects 


quality game, right? 

As with their other sports titles, EA 
Sports gained the rights from the leading 
association of the sport they were 
developing a game on for endorsement, 
this time being FIFA (Federation 
Internationale de Football Association). 
FIFA International Soccer was released 
in 1993 and displays the usual in-depth 
presentation you would expect from 
an EA Sports production: a TV style 
presenter, varied options, plenty of stats, 
action replay function and more. While 
this impressive licensed game features 
national teams from around the world, it 
does not feature real player names, which 
was a disappointment. 

Yes, the graphics are impressive, the 
pitch is immaculately lush, there are 
some fine animation sequences, and the 
sound is almost surround sound — well, 
for the Sega Mega Drive — however, 
the more you play the game, the more 
the game’s flaws come to light. The 
beautifully produced isometric pitch — 
one of the game’s most praised aspect 
— is ultimately one of the game’s main 
downfalls. Playing a tactical game or 
producing any sort of fluid passing 
movements with this viewpoint is virtually 
impossible, plus the limited view of the 
playing area adds to the problem. 

Shooting, which is carried out 
automatically with a press of the button, 


The Gene atch 
ir; 


ma 


the! [FIFAllgraphics}arelimpressive, the pitcis 


immaculately lush, there'are some tinelanim 
sequences, and the sound is almost surround) 


is a hit or miss affair, coming down to 
pure luck if you scored, rather than player 
skill. So, two of the most fundamental 
football moves — passing and shooting 
— are virtually impossible to accomplish, 
making for a very frustrating game. The 
game has been referred to as ‘ping pong’ 
on a football pitch, and it’s easy to see 
why, as players just disregard the passing 
and punt the ball up and down the pitch, 
desperately hoping for a break in the play. 
FIFA’s saving grace is in its multi-player 
options. Up to four people can play in 
the same team against the CPU or play 
against each other in various set-ups. The 
game’s niggles don’t seem to be such a 
factor when competing against a fellow 
human. While the game did manage to 
iron out some of these niggles through its 
many sequels, the automatic passing and 


mation 


oa 
=a ia 
shooting problems remain. 


All of the games featured here have 
turned into a very successful and popular 
franchise in their own right, appearing on 
every gaming console since, each time 
with improvements to the aesthetics and 
gameplay. But it all started on the Sega 
Mega Drive and for that we should thank 
that sleek black 16-bit gaming console. 


An earlier version of this article first 
appeared on the GameFan website 
(now defunct) in 2011 
http://gamefanmag.com 


Above: Michael Jordan performs his ‘Air Reverse’ dunk in 
Bulls vs Lakers... 
Left: A shot flies past the diving goal keeper in FIFA 
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UFO: Enemy Unknow 
: l 


Sergeant Sergei Chukarinjuse stioflhis action points to take)a well aimed laser shot tothe back of'a grey alien’ He‘will 

be hoping that it is‘enough to\take out|thefenemy, or he could be in trouble. Note the blacked out areas are the “fog of war” 
a. a r a 

unexplored partsiofithe scenario. 


Format:_ PC (MS-DOS): — With the classic UFO: Enemy Unknown having been remade and 
|  Publisher:,.Microprose rebooted, straying further away from the franchises’ origins than 
Developer: Mythos Games humanly thought possible, we look back at the first, and best, game 
(Julian Gollop, in the series... 


Nick Gallo p) t's hard to admit that my all time a competent follow up to its predecessor. 
R | ease: 1994, : favourite game of 20 years, Laser That brief initial assessment was wrong; 
c Squad, may well have been perched UFO: Enemy Unknown is without doubt 
from its lofty heights in gaming status. the best turn-based strategy game in the 
J | id c | When | first laid eyes on UFO: Enemy known universe, ever. 
Unknown, | didn’t really grasp the The game was initially designed by 
___ greatness that it possessed and, with brothers Julian and Nick Gollop as Laser 


hindsight, unfairly dismissed it as merely Squad 2, but a request from Microprose 


The rookies of the X-Com squad disembark their interceptor ship and/enter the. 
alien terrorsite 


to make the game on a bigger scale 
convinced the Gollops to rethink their 
concept. That concept soon morphed 
into UFO: Enemy Unknown (released in 
North America as X-Com: UFO Defense) 
and became the epic worldwide strategy 
wargame we know that was released on 
the PC in 1994. 

The game's plot details how Earth is 


experiencing increasing occurrences 

of UFO sightings and alien abductions. 
The world’s leaders decide to form a 
secret organization called Extraterrestrial 
Combat Unit (X-Com for short) to combat 
the alien activity. The player is tasked with 
commanding the X-Com organisation, 
with the main focus on protecting Earth 
from unknown invading forces. This is 
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The game offers in-depth strategy from buiding your nade your requirements, 
to tracking UFOs, taking them down, and salvaging alien survivors and tech 


sit 
| Seliminal Fonevtralised. Recovery 


Retro Respect: UFO: Enemy Unknown 


CO aiy 


T 
iiteyame was initially 


designed as Laser 
Squad 2, but a request 
from Microprose to 
make the game on a 
bigger scale convinced 
the Gollops to rethink 
their concept 


achieved by taking control of X-Com and 
overseeing the company’s handling of 
UFO sightings, alien attacks, carrying 
out research, manufacturing of weapons, 
buying equipment, hunting down alien 
bases, and ultimately investigating the 
alien threat and their origin. 

The X-Com organisation is kitted out 
with a small amount of money to use on 
building a base and purchasing weapons, 


hiring scientists, engineers, and soldiers. 
a os 


UFO GROUND ASSAULT 
UFO-1 
CRARMeSKYRANCER-1 4 ) 4 f, 


Exolore jondina ond. iF possible. goin entru/—to L 
Mission, aill befsuccessful when olf enemy unitsihave been 
elimi nabeato of UFO, ortefactsyond 
olien conaee Ehen be initioted: To. abort the missaon 
Seauny Rp tomones: aves to tronsport vehicle and click on 
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Retro Respect: UFO: Enemy Unknown 
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Tehran 


Baghdad 


Above: The map screen where the player keeps track | id UFO acti i 
Right: The landing squad closes in on the crashed UF 


This doesn’t seem like much to begin 
with, and it’s not. The player has to earn 
that money by protecting Earth from the 
alien threat. With minimal resource and 
equipment, players just can’t go pelting 
after the large UFOs or big crash sites. 
Players should aim low; go for the more 
manageable missions, and build the team 
from the ground up through experience 
and hard graft. 

Once the team is assembled, it’s time 
to head to the ‘Geoscape’ view. This is 
the main screen for playing the game and 
is basically a globe of the world that you 
can swivel around and zoom in and out 
of. The time controls can be adjusted to 
speed things up during quiet periods. Your 


base’s radar will pick up any nearby UFO 


alien base — the game will switch to the 


activity and it’s up to you whether to Send gs isometric ‘Battlescape’ view. This is where 


an interceptor ship after it or not. Careful 
strategic decisions are needed throughout 
because if you go after a large UFO 

in control of a small ship with minimal 
weapons, be prepared to be blown out of 
the sky. 

Careful strategy also needs to be applied 
to ground missions. A team full of rookies 
with measly weapons and armour is likely 
to be the walking dead after a few turns. 
The player will have to find a fine balance 
by only going after the missions which they 
are confident that the team can handle. 
When the player does decide to send the 
crew into battle — be it at a crash site or 


Players should aim low; go for the more 
LFIEAEetnissions, and build the team from 
‘the ground up through experience and hard graft 


the player takes turns moving their men 
around the landscape one by one in an 
effort to take out the aliens and retrieve any 
alien artefacts or weapons. 

When alien technology is captured, the 


A ; 1 
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re wl ae- a ema aed 
A disorientated grey alien is sighted 
by one of our X-Com squad members 
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Retro Respect: UFO: Enemy Unknown 


Getting the rookies 
dlimbing through the 
ranks is genuinely 
satisfying and a 
special bond to them 
grows through the 
game 
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which in turn can enable them to research 
alien weapons and manufacture them for 
use by the X-Com units. Gaining a better 


Above: It’s all out wa the team 


understanding of these unknown aliens attack an alien with all their might 
is also obtained by carrying out studies Right: The enemy’s hidde ovement z) 
on captured corpses. Of course, all this a gee behind this nerve wracking TURN‘ ~ 7 
research is carried out quicker with more SIDE Keon 
scientists, but this all costs money. 

The game reaches new heights in tense suffer, resulting in lost confidence and lost 
gameplay when a terror site is alerted. revenue from the invaded country. 
This means that a UFO has landed in a After each completed mission, the and sizes, but this Chryssalid race is fast 
major city somewhere in the world and the soldiers will improve their skills and and has the knack of sneaking up on the 
aliens have started mowing down civilians. through time will be promoted. Getting X-Com soldiers unaware. 
It's not wise for the player to ignore these the rookies Climbing through the ranks is Eventually, through research, experience, — 
terror alerts, as the X-Com reputation will genuinely satisfying and a special bond clever strategy and, most of all, patience, 


to them grows players will be able to win this war. In time, 
through the game. the X-Com organisation will be able to 

| This attachment infiltrate alien bases, take down the terror 
to the soldiers ships, and rid the Earth of the alien menace 
becomes almost once and for all. There will be many loses, 
unbearable when lost battles, lost comrades, but winning the 
some of the group war against this unknown enemy will make 
veterans can get these sacrifices worthwhile. The conflict 
mown down, blown is winnable but, by god, it will be an epic 
up, or even worse, battle and one not for the faint hearted. 


zombified by the ; 

dreaded Chryssalid A version of this article first appeared 
on the Retroaction website in 2011. 
http://retroactionmagazine.coml 
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aliens and UFOs retroactionextra/x-com-ufo-defense- 
from-enemy-unknownl 


There’s nothing worse than a night time mission where aliens come in all shapes 2 ee ee Pa a ae 
can sneak up on your squad and turn them into dog food 25 
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How to Cause A Complete Controversy... 
We continue our ‘How To Cause 
A Complete Controversy’ feature OW 0 p OM e f 


where we look back at some of 
the most controversial computer 
and video games. This time, we, 
fittingly, look at the very game 
that inspired this feature’s title... 


Look IN YOUR POCKETS 
DO GHOST IMPRESS LONS 
Do NOTHING 


a 


eu oe eee 


ihe game lets the playerinterect with other characters as well as the surrounding scenery, 
Amstrad CPC, nyone who has seen Adrian 
7 Spectrum, By error in the comedy 
television shows The Young 
Commodore 64 = Ones, Filthy Rich and Catflap, or Bottom 
Publisher: Virg in Games will know exactly what they’re in for when 


Format: 


party with the aim of getting all the other 
guests to leave. This is achieved by being 
obnoxious, violent, and carrying out the 
odd prank here and there. These actions 
light up letters from the phrase ‘Complete 


; playing How To Be A Complete Bastard. Bastard’ at the bottom of the screen. 
Developer: Sentient 7 , | 
The game, which was developed by When all sixteen letters are lit then the 
Software Sentient Software and published by guests have gone and the game is won. 
R l : 1 997 Virgin Games in 1987, is based on the The game is viewed using ‘Bastavision’, 
elease. book of the same name. The player takes which has the screen split into two views: 
oe control of Ade, who has gate crashed a the top screens the main window (Ade 


How to Cause A Complete Controversy... 


The game gained 
notoriety and caused 
outrage across the 
UK when Amstrad 
Action included:a fully 
playable version of the 
game on its covertape 


moves around according to the joystick 
movements) and the bottom window can 
be set to view from any independent 
angle — basically a 3D environment using 
2D viewpoints. There are four on-screen 


Above: The cover tape from Amstrad 
Action 

Right: The Amstrad Action issue that 
came with the cover tape, and the 
original game’s cover art 


scales, which vary according to your 
actions: the ‘drunkometer’ (mirrors the 
amount of alcohol Ade has had to drink), 
the ‘weeeometer’ (increased by drinking), 
the ‘fartometer’ (increases according to 
the amount of food Ade eats), and the drawers, cupboards and anything else that 


‘smellometer’ (Should be kept as high as can be interacted with. Once Ade has an 
possible too). Ade can save up fart power object at hand he can then choose from a 
to let off a real ripper (take care near variety of options. For instance, Ade can 
naked flames, though). take the super glue from the garage (is ita 
To carry out pranks, the player can garage’), go to the bathroom and glue the 


move Ade around the various rooms toilet seat. Or he can pick a sheet up from 


searching through coats, bins, shelves, one of the bedrooms and go round doing | J 


How to Cause A Complete Controversy... 
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bottom half shows the same room side on 


ghost impressions at any of the guests. 

Admittedly, the graphics aren’t great 
and the sound is pretty non-existent, but 
it's the wacky senseless gameplay that 
is most pleasing about the game. The 
sense of open play gives the game a 
certin appeal as you can go anywhere 
within the house (upstairs, downstairs, the 
garden) at anytime, carry out any prank at 
any time — there are no limitations to the 
gameplay. 

The game itself passed many gamers 
by completely, so noone batted an eyelid 
When it was released in 1987. The quite 
harsh reviews undeniably helped to the 
low sales (4/10 in Commodore User and 
33% in Zzap!64) — both harsh in this 
author’s opinion. It wasn’t until May 1991 
when the game gained notoriety and 
caused outrage across the UK when two 
leading 8-bit magazines, Your Sinclair and 
Amstrad Action, included a fully playable 
version of the game on their respective 
covertapes. 

Interestingly, it was only Amstrad 
Actionthat had received any complaints. 


The game features a unique viewpoint: top half shows the room face on, while the 


Either the CPC community were made 
up of users with higher morals, or the 
Speccy magazine did not publicise any 
complaints made. The July 1991 issue of 
Amstrad Action contained a ‘How To Be 
A Complete Controversy’ section in the 
letters pages. Although the editor, Rod 
Lawton, pointed out that there were many 


HTBACB gained 
notoriety and caused 
outrage when 

two leading 8-bit 
magazines included a 
fully playableiversion 
of the game on their 
respective covertapes 


letters and phone calls on the subject, he, 
quite rightly, printed just two of them, as 
an example of the readers’ opinions on 
the game. 

One ten-year-old boy opened his 
letter with “disgusting” when referring to 
the covertape and was sure that “1,000 
young Amstrad users up and down the 
country” would immediately want “to 
know what a B****** is.” The other reader 
letter chosen for the section was from a 
JB who was puzzled by the chosen game 


HOW TO BE A COMPLETE 


CONTROVERSY 


Disgusting. Yes, I'm talking about the May 
covertape. I'm sure at least 1,000 young 
Amstrad users up and down the country, as 
soon as they saw the tape, immediately 
wanted to know what a b****** is. When 


putting together future covertapes, please 
bear in mind there are children buying the 
mag, myself included. 


(10) 
Halesowen 


Today I received my subscription copy of 
Amstrad Action complete with the covertape. 
Having examined the contents of the cover- 
tape, I am puzzled by this month’s selection. 


__ BASTARD ‘ 
ER POINTS FARTOMET 


‘OMPLEY ‘i EB RO TARD 


@ How to be a Complete Bastard has kicked 
up a stink. Did we do the right thing? 


One of the two letters published in issue 70 of Amstrad Action, although editor 


Rod Lawton stated that there were more sent to the magazine 


The party guests go about their business as Adrian explores the house looking to 


get up to mischieve 


BRHReHRteEEEEHEeEnmEeEgH”m 
for the covertape, because he was sure it 


would be agreed “that the words ‘bastard’ 
and ‘fart’ are not yet accepted in this 
country as standard forms of expression 
among civilised people.” 

In his reply to the letters, Rod stated 
that “Amstrad Action is not,,, a magazine 
devoted to children,” and that “AA isa 
magazine for all ages,” and that given 
the choice again, they would “think very 
seriously about the content of future 
covertapes.” Rod also recalled one 


How to Cause A Complete Controversy... 
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BRBHmRHREEHEREeEEmeEgmeEgtim w@ 
telephone call from an irate mother, who 


“professed to be otherwise happy with 
the covertape, including the Predator I! 
demo. This game consists, basically, of 
going round killing everything you see. 
This was apparently a fine occupation for 
a ten year old! It’s worrying to think that 
children are thought to be more at risk 
from the lampooning of bodily functions 
than the ritualised slaughter of human 
beings.” The irrationality of censorship, 
eh? And did AA learn their lesson with 


Rod recalled one 
telephone call from 
an irate mother, 


i who “professed to 


be otherwise happy 
with the covertape, 
including the 
Predator Il demo... 
[which] consists of 
going round killing 
everything you see...” 


the covertapes? Well, no, but that’s 
another story for another time. 


An early version of this article was 
originally published on the Retroaction 
website in 2010 


Whooops! Something has went wrong in the kitchen as Ade tries his hand at cooking a few delightful treats for the party 


guests 
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Surviving the Horrors of... 
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Format: PC (Windows) 
Publisher: Talonsoft 
Developer: Creative Reality. 

Release: 2000 


if 
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Arguably one of the most underrated games in the 
survival horror genre. Retroaction explains why 
gamers should give Martian Gothic a try = 


7 


= he. 


hen you think of Survival 
Horror, which games come 
to mind? Resident Evil, 
a 


Silent Hill, or perhaps Alone in the 

Dark? Well what about Martian Gothic 

— released under the full title of Martian 
Gothic: Unification — and in my opinion 

is just as good as, if not better, than 

the aforementioned titles in the genre. 
Developed by Creative Reality and 
released by Talonsoft for the PC in 2000, 
Martian Gothic took onboard many design 
elements from those titles and fused it 


with classic sci-fi myths to great effect. 
~—e 31 
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Surviving the Horrors of Martian Gothic 


i. a 


TION SUMMER 2019 
| 


Martian ria a 


= TS i Wi 


oy 


e tae scifi 
mM: fths:to greatettect 


ale) investigate the transmission’s 
meaning and sudden silence from the Vita 
1 base, Allenby Corportation send a group 
‘of three members comprising of Kenzo Uji 
(a technological whiz kid), Martin Karne 
‘(security escort of the team), and Diane 


<arn takes out an undead in one of the many claustrophobic corridors on the 
Martian base 


Through an impressive intro sequence, to Allenby Corporation, Earth’s most Matlock(a scientist). Obeying the last 
Martian Gothic’s story begins way back in powerful corporation, establishing a transmitted message “stay alone, stay 
11,000 BC when a meteorite crash lands base station named Vita 1 on Mars alive”, the three crew members enter Vita 
in Antarctica, which is later discovered in 2009 with the task of investigating 1 through three separate air locks, and 
in 1984 and labelled ALH 84001. In Martian bacterial life. However, begin their mission. 

1996, NASA Scientists discover that the something goes wrong as atransmission |. Upon entering the base it soon 
» meteorite originates from Mars and that from the base states that if anyone Become clear that something is amiss. 


there are alien microfossils embedded should come there to the rescue then Besides the crew member’s footsteps, 
within the rocks. This discovery leads the crew should “stay alone, stay alive”. the corridors are deadly quiet. The rescue 


In a backstory very similar to John Carpenter’s The Thing, the introduction Diane Matlock shoots at an 
32 sequence shows a.meteroite crash ifto the Antarctica thousands of years ago approaching mutant undead 


~ |(Martian Gothic] 
.__|immediately sets 
djsuitably eerie 
Dyaimosphere to the 
‘game that grows as 
the story unfolds 


= Ls | 
crew come across dead bodies of the 
base crew lying still where they slumped 
to the ground, and the main shutter doors 
have been locked down. This immediately 
sets a suitably eerie atmosphere to the 
game that grows as the story unfolds. 
One of the unique features of Martian 
Gothic is the ability to switch between 
any one of three characters at will. Only 
by co-operating remotely with each other f 
and making use of each character’s 
skillset can the team overcome hazards, 


‘The mine shaft lift stops off at the bottom of the Necropolis, and there are two 


undead characters waiting 


obstacles, and other dangers. By using 
the base computers, searching dead 
bodies, and vac-tube terminals, the team 
will gather clues as to what happened on 
Vita 1. 

As the team make progress in solving 
the Vita 1 mysterysthe shutters are 
successfully re-opened, which in turn 
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triggers the re-animation of the dead base 
crew members, who slowly slobber their _ 
way toward any nearby team member. 7 
The primary mission soon changes from 
solving the mystery and finding survivors 
to escaping the base alive. Thankfully, the 
team come across the base’s computer, 
MOOD, who has been secretly helping 


In true survival horror silts it takes several bullets from a limited amount of ammunition to take out the undead 


34 


The team will come across a survivor who has holed himsel up in. 
remain in the safety of the locked up kitchen . : 


= Surviving the Horrors of Martian Gothic 


=2 r] 


anteen el i He will offer some help. put will — 


them along the way and is able to assist 
them in their escape. 


The first thing that players will notice is 


that the game’s design is very similar to 


Resident Evil, what with the third person 


perspective, fixed camera angles, item- 
based puzzles, the use of key tags to 
advance the game, and the use of vac- 


tubes to store and transport items. Saving 


the game is also familiar with the limited 
use of the computer stations to store 


‘your progress. While Martian Gothic may 


borrow many elements from other survival 
horror games, including some impressive 
weaponry, it focuses more on the puzzle 
aspect and while some of them can be 
very inventive and fun, others can be 
frustratingly hard. That’s not to say that 
there is no action to be found, just that 
mostly the best solution is to use the grey 
matter rather than brawn. 

The ‘tank controls’ (up for forward, down 


The mutated undead merge into a TriMorph, a huge monster who will rush 
towards the rescue team in an instant 


- 
for backwards, left and right to turn), used * 
by so many games at the time, can bea 
pain — as any gamer can testify — but it 


_= does become second nature after a few 
2 goes. It’s definitely recommended to use 


a gamepad, so those anti-console gamers 
who refuse to use anything remotely 
console-like really should consider this, as 
they are missing out on a truly wonderful 
experience. 

Admittedly, the visuals are a mixed bag. 
Sometimes things look okay, but other 
times can be a bit ropey. As mentioned, 


Martian Gothic... 
focuses more on the 
puzzle aspect and 
while some of them 
can be very inventive 
and fun, others can be 
frustratingly hard 


the game’s intro sequence features some 
fantastic graphics, but the character 
models look rather blocky. However, 

the backdrops are beautifully rendered 
throughout, especially the Martian 
landscape and underground caverns. 
Sound also plays a really important part 
in creating that chilling atmosphere. One 
minute the corridors are quiet, with only 


ome of the visuals are incredible, especially 
glass dome that faces the Martian fardsclRe. 


Surviving the Horrors of Martian Gothic 


alo g this Tape \ 


apr has a 


the sound of the character’s footsteps, 

the next a dead crewman is moaning and 

shuffling towards the character. What's 

really spooky is the faint echoing of voices 

heard in places, almost like evil spirit 

taunts swirling down the empty corridors. 
Slowly, but surely, the engrossing plot 

will grip you as the mystery of Vita 1 

Base unfolds through the proceedings. 


unfolds through the 


a ‘The game has a truly wonderful plot i 


the engrossing plot 
will grip you as the 
mystery of Vita 1 Base 


proceedings _. 
ne eos 


with realistic dialogue and voice acting 
throughout, and is a big improvement on 
the cheesy B-movie style presentation 
of similar games. So yes, Martian Gothic 
may have its flaws, but its advantages 
far outweigh its minor issues. If you like 
survival horror that has a great story, 
design, characters, voice acting, and 
atmosphere then Martian Gothic must go rl 
onto your list of ‘must play games’. 


This article originally appeared on the 
Retroaction website in 2011 
http://retroactionmagazine.com!/ 
retroactionextra/surviving-the-horrors- 
of-martian-gothic/ 
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An Interview With... 


Following up on our Martian Gothicarticle, 
we wanted to.find out more about this 
underrated horror adventure and what 
better person to ask than Stephen Marley, 
the game's script writer and designer? 


7 


= 


Retroaction: Looking at a selection 

of your novels (the Chia Black Dragon 
series, Managra, and Dread Dominion), 
your work mainly focuses on sci-fi and 
fantasy. Can you give us a little insight 
into your background and how you got 
interested in sci-fi and fantasy? 
Stephen Marley: | was born in Derby but 
for the first seven or eight years of my life 
| was under the distinct impression that 
Galway was my birthplace as my mother 
kept taking me back to her hometown in 
the West of Ireland. In the 70s and early 


involved with the videogames Sire ¢ 
in the 1990s? 


tmreaPacrive 
PRESENTS - ‘Ww 


another agent who divided her interests 


Dew of Creative Reality. | was keen to 
get involved because the opportunities to 


_ was too late for me to add anything to the 
game itself but | was asked to produce a 
prequel in the form of a journal. 


Dreamwebiis is cyberpunk top- “down i 


(click EXON enture that was) if 
x “Dreamweb is a DOS and Amiga parser- 


free cyberpunk top-down adventure 
game first released in 1992, then later 


80s | became, for my sins, an academic, 
lecturing in social anthropology. It wasn’t released on CD in 1994, and developed 
my style. All the time | was concocting by Creative Reality and published by 
stories in my head. In fact I’d been doing Empire Interactive Entertainment.” — 
that since childhood. Wikipedia entry 

Like a lot of people, my first exposure to 
SF was in comics. Later, when | graduated RA: Dreamweb was very much an 
to straight prose, | guess my first strong underrated game. What are your 
influence was Ray Bradbury. Even now, | thoughts on the game? 
have to say that nobody, nobody can make 
prose sing like Bradbury. He writes like an 
archangel damaged by too much paradise. LOCA Lor: 


i SM: My literary agent was in contact with 


between books and video games. That way 
| was introduced to Neil Dodwell and David 


explore alternative ways of storytelling ina 
new media were too great to resist. | came 
late to Dreamweb, Creative Reality’s tech- 
noir game set in a dystopian near-future. It 


An igh. he With... h... Stephe | arley 


well 


SM: | thought much of it oe boundaries 
that needed breaking and overall the game 
as one | was happy to be associated with 
but | had a real problem with the casual 
ay that Ryan, the main protagonist, blindly 
accepted a command from this red-robed 
dream world guy to kill a bunch of people 
just on his say-so that they were evil. The 
prequel was partly an attempt to address 
‘that problem. That said, | agree with you 
that Dreamweb was very underrated. | 
would love to be involved in a remake of it, 
so long as | can rewrite the story from the 
ground up and — oh yes — | definitely want 
to write the dialogue this time! 


Pa 


RA: The prequel story, Diary of a (Mad?) 
Man, which was published with the game 
greatly enhanced the overall experience 
of the game. You don’t get that kind of 
packaging with games these days. 
es: It so happens | reread that story just 
a couple of months ago. I’d forgotten how 
damn dark it was. Also | was pleasantly 
surprised how well it held up after all this 
time. Given how quickly | wrote the tale | 
can look back on it as a job well done, all 


PENTHOUSE SULTE 


As for fantasy, the original spark would 
probably be the many versions of the 
~ Arthurian sagas, especially Roger Lancelyn 
Green’s King Arthur and His Knights of the 
Round Table. And, of course, The Lord of 
the Rings. 

Why SF and fantasy rather than other 
genres? Because they deal with the big 
ideas. Because they enlarge life rather 

_than shrinking it. Other worlds can throw 
fresh light on the world we live in. The 
_ same can be true of historical novels. The 
past is so much bigger than the present. 
‘More room to breathe. 


1980s, what made you decide to get within the retrogaming scene 
dies 


RA: Having written novels since the mid Dreamweb is an intriguing adventure game that seems to have gone unnoticed 
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things considered. What | was looking for 
in the prequel was ambivalence: is Ryan 
homicidally insane or a regular guy who’s 
being used as a pawn by otherworldly 
powers? | made the decision that even | 
didn’t know which of those options was 
true, hence the question mark in the title. 


“Warhammer: Dark Omen is a real- 

time tactical wargame and the sequel to 
Warhammer: Shadow of the Horned Rat. 
It is a seminal exemplar of a game of the 
real-time tactics genre.” — Wikipedia entry 


RA: For Warhammer: Dark Omen, you 
were involved as dialogue scriptwriter 
and voice acting direction. What can 
you tell us about your experience on 
the development of the game? 

SM: First, I’ve got to say | rate Dark Omen 
sky-high. It would be in my top ten games 
regardless of whether | worked on it or 
not. I’d even place it higher than Age of 
Empires Il: Age of Kings, and that’s saying 
something. Like Dreamweb, | came to 

the project late: most of the characters 
and the general storyline were already 

set in concrete. As for the dialogue script, 
| confess | couldn't take the Warhammer 
world seriously: it was too obviously a 


MAA ELECTRONIC ARTS 
VTA) INI Icke 


Tain 


Warhammer: Dark Omen is a real-time 
tactical wargame and the sequel to 
Warhammer: Shadow of the Horned Rat 


GOTHIC 
{ 


0 
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Martian Gothic was developed on PC 
with a PlayStation version following 


rip-off of Tolkien, with all the mythic depth 
taken out (apologies to the Warhammer 
fans out there!) so | tried to inject some 
humour in compensation. Some of the 
spoof comedy didn’t make the cut, such 
as the Spectacles of Fortitude that a 
wizard puts on as part of a running gag. 
But leaving Warhammer to one side, Dark 
Omen, with its fully rotatable isometric 
3D, is a seminal game that deserved far 
more success than it achieved. As for the 
voice direction, | had very little control. 
The actors were already chosen, as was 
the recording studio. In fact | wasn’t even 
credited as a voice director. The studio, 
Audio Interactive, took the full credit! 


RA: Martian Gothic has a classic sci-fi 
horror theme running throughout the 
game. Where did the idea, particularly the 
location of Mars, come from? 

SM: The concept of a haunted house on 
Mars started way back in the 1980s as a 
setting for an SF novel that never got off the 
ground. I'd pretty much forgotten it until | 
played the first Resident Evil and the thought 
occurred: what if Chris and co couldn't leave 


The concept of a 
haunted house on Mars 
started way back in 
the 1980s as a setting 
for an SF novel that 
never got off the 
groun 


the mansion because it was on another 
planet, with near-vacuum outside. 

When the Martian Gothic game was in 
early development | wanted the Martian 
base to get away from the industrial look 
that prevailed in offworld movies and 
games since the 1970s and introduce 
oak-panelled interiors that would be at 
home in an English manor. After all, if you 
had to live in a planetary base for years 
wouldn't you opt for country homes decor 
over some grim factory design? Of course, 
the main idea was to create the classic 
haunted mansion on the surface of Mars. 

However, the base was modelled in an 
unavoidable rush and, besides being way 
too small, many areas were very much in 
the industrial mould. 


RA: You have previously mentioned 
that the game was not intended to have 
the ‘Unification’ suffix. What was the 
reason for adding that ‘Unification’ tag? 
SM: Oh yeah! A member of the 
development team (who shall go nameless) 
picked the name ‘Unification’ from one 

his favourite Star Trek episodes because 

it loosely fitted the theme of a point-and- 
click adventure the team was working on 

in conjunction with another company. | 
thought it was a terrible title but there’s 

this rule in game development that once a 


= 


and clues to discover along the way 


project is given a title, people soon adjust 
to it. It wasn’t my project so | didn’t make 
a big deal of what | thought of the title (as 
in bland and boring) but it did become 

an issue when the adventure game was 
dropped as impractical and we switched 
to survival horror action in which | was 
involved from the start. It was essentially 
a new game, but the ‘Unification’ tag was 
lodged in people’s minds. The compromise 
was that my name of ‘Martian Gothic’ would 
be suffixed with ‘Unification’. 


RA: You also stated that “some of 
Unification’s item-based puzzle- 
solving elements were, unfortunately, 
carried over into the new game.” So 
was Martian Gothic intended as a 
completely different kind of game? 
SM: | think most of the team regarded 
Martian Gothic as growing out of the older 
adventure game but, for me, who was 
never a fan of point-and-click adventures, 
it was a new game. The idea of having 
three playable characters who are 
separated until the end of the game was 
the main feature of Unification and this 
was Carried over into Martian Gothic with 
some degree of success. 


Every location of Martian Gothic is beautifully rendered with many undeads 
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Unfortunately, the item-based elements 
were also carried over at the expense 

of action-based challenges. There were, 
for example, supposed to be a number 
of ‘lure’ challenges in which you use one 
character to lure out an enemy (chase me! 
chase me!) while another sneaks in where 
the enemy has just exited and opens a 
door or grabs the inevitable useful item. 
None of these really worked in the finished 


Martian Gothic was released with 
suitable atmospheric art and manual 


if there are criticisms 
they should be 

aimed solely at me 

as he played Kenzo 
exactly as | directed 
him: a zoned-out, 
emotionally flat 

loner bordering on 
sociopathic 


product, partly because of time constraints 
and the tiny, tiny size of our team. My one 
major regret is that | didn’t push harder 
to.reduce the adventure elements in the 
game. Although the animator David Dew 
had a significant input into the design, | 
was the accredited designer and should 
have argued my corner much more 
vigorously. | take full responsibility for all 
mistakes! My bad, as they say in Buffy [the 
Vampire Slayer]. 


RA: Martian Gothic features a superb 
script and some fine voice dialogue. 
What was it like bringing these elements 
together to create a game like this? 
SM: A big Aw shucks to that kind 
compliment! Looking back on the script, 
much of it is effective, occasionally it’s 
powerful, but sometimes it makes me 
wince. It can be tricky balancing story 
development with the freewheeling 
exploration that a player requires and 
| was too inexperienced at that time to 
always pull it off. 

| was happy with the dialogue | wrote for 
the computer MOOD, played by Fenella 
Fielding, a truly great actress who is 
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shamefully underrated. | also feel there 
were some pretty decent lines for Julie 
Peasgood, who played the base director, 
Harroway. Julie definitely did those lines 
more than justice. Two fine ladies! And it 
was an honour to voice direct them, not 
that they needed much direction. 

All in all, | was very satisfied with the 
actors. | know some reviewers were down 
on Wataru Arai (Kenzo in the game), who 
isn’t a professional actor, but if there are 
criticisms they should be aimed solely 
at me as he played Kenzo exactly as | 
directed him: a zoned-out, emotionally 
flat loner bordering on sociopathic. | 
wanted strong contrasts between the 
three main characters: Kenzo; detached 
and impassive, Karne; passionate and 
assertive, Matlock; perky and quirky. 


RA: There must be some interesting 
development trivia on the game that 
you can share with us? Any scenes or 
plots removed for time constraints? 
SM: A few spring to mind. | was adamant 
(as were all the team) that the main 
characters, all of different ethnicity, should 


Hey, when needs must, needs must 


be played by ethnic actors. Matlock was 
white and British, no problem there as 
we were recording in England. Kenzo 
was Japanese — we eventually found 
a Japanese guy willing to work at our 
miserable rates. Then there was Karne, 
an African-American. We recorded at 
three studios, and the one where we 
arranged to tape Karne assured me, 
guaranteed me, that the actor they had 
lined up was black. | remember making 
a point of it on the phone, as in ‘When | 
say black, | don’t mean some hypothetical 
black voice. | mean an actor who is 
actually black.’ Anyway, when | arrived at 
the studio, which was all fully booked and 
paid for (emptying what was left of our 
recording budget) | found, yes — you've 
guessed it — that the actor was white. | 
don’t blame the actor, who put everything 
he had into his performance. But the 
studio, who knew | couldn’t pull out of the 
contract, | would merrily consign to the 
ninth circle of hell. 

Under the name of Michael McGann, 
| played a number of the characters 
on the game’s microcorders — five, | 


think. | also played most of the Undead 
(just another word for zombies). On one 
occasion, | was woken from my bed by 
the sound guy, Jez Taylor, after about 
two hours’ sleep and, literally within a 
minute, completely knackered, | looked 
at the microphone shoved in my face 
and mindlessly recited the words I’d 
written for Matthew Tierney. | remember 
thinking, Tierney’s American, think Clint 
Eastwood as Dirty Harry. That should 
do. When | later listened to Tierney in 
the game, | visibly shrank to about one 
foot tall. Definitely not one of my finest 
performances. 

The Undead were originally intended to 
be ghosts, to fit in with the ‘haunted house 
on Mars’ leitmotif. However, we simply 
didn’t have the expertise and animation 
scope to do that convincingly, which was 
a great pity as ghosts would have given 
the Martian base a genuinely spooky 
atmosphere. 

As for scenes and plots missing in 
the game, many, many scenes were 
excluded due to time constraints. Most 
of them were edited out by me at an 
early stage because | knew there was no 
chance of getting it all in. The graveyard 
on the Martian surface, for example, was 


The graveyard on 

the Martian surface, .: 
for example, was 
originally conceived 
asa largersprawling 


jarea where all Danner 


of Loyecraftian 
horrors emerged 
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Matlock enters the Mars colony’s labratory wing and discovers some disturbing 
things 


originally conceived as a large, sprawling 
area where all manner of Lovecraftian 
horrors emerged. Damn all of that was 
left in the game. The Big Bad at the end 
of the game was pretty much neutered 
because we ran out of time. The Big Fight 
with the Big Bad never materialised. Also 

# Karne was intended to battle past a score 
of supercharged Undead at the very end. 
That didn’t happen either. Karne didn’t 

"even get to use the alarm clock as a timer 

for the detonator — under pressure of time 
these things slip by. 

The plots were generally intact, 
although some were underdeveloped 
simply because of the memory limitations 
of the original PlayStation. 


RA: Considering the development 
process, are you happy with the final 
game? 

SM: Short answer — no. Long answer — 
how long have you got? Okay, here’s a 
short long answer: Way too many item 
puzzles: find this and this and that and 
that and use this with this and that with 
that. Pain in the neck. There were also 
a number of clues and hints that were 
recorded for the Ben Gunn character to 


aid the player solve puzzles, many of 
which mysteriously went missing in the last 
frenetic week before the final milestone. 
Without those optional clues, some 
puzzles are well nigh impossible. The idea 
was that gaming geniuses would probably 
go ahead without the clues while ordinary 
mortals would use a few increasingly 
strong hints to proceed further. As it 
stands, the game is murderously difficult. 

Also, on reflection, we took ona 
herculean task for such a small team: just 
seven core members, only five of which 
were present from start to finish. Despite 
Martian Gothic’s relatively small world 
map, it was a hell of a job cramming the 
game into one CD. We often said that we 
were trying to squeeze a PS2 game into 
the original console. True, it also came 
out on PC but we were commanded 
from above that the PlayStation and PC 
versions had to be virtually identical. 

For me, Martian Gothic had the 
elements of an engaging game but the 
small size of the team and the punishing 
time schedule sold it well short. Most of 
what was in my mind at the beginning 
never made it to the screen. For me, it’s 
one of those might-have-beens. 


Martian Gothic had 

the elements of an 
engaging game but the 
small size of the team 
and the punishing time 
schedule sold it well 
short 


RA: The game was left open ended with 
the possibility of a sequel. Was this 
ever considered? 

SM: We always had a sequel in mind. 

In fact a second base is referenced in 
the game. | had it planned out, along 
with a prequel, which covers the events 
described in the microcorders and a lot 
more besides. | was intrigued with the 
notion of a narrative that portrays how a 
place becomes haunted. The PS2 would 
have given us the power to do a Martian 
Gothic game justice. 


RA: Are you going to be involved in any 
future videogame endeavours? 

SM: Since Creative Reality broke up and 
the main members are now employees 
of other companies, it’s all gone very 
quiet. | would love to be involved in 
video games again — I’ve got a whole 
bagful of game ideas. But, nobody’s 
even interested enough to look at 

them. Maybe it’s because everything 

is in-house these days — the freelance 
designer/scriptwriter is a dinosaur. Still, 
the future is yet to be written... 


This interview originally appeared on 
the Retroaction website in 2011 
http://retroactionmagazine.coml/ 
retroactionextra/stephen-marley-talks- 
martian-gothic/ 
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Format: Super Nintendo Killer App is our feature that covers the essential 
Publisher: JVC/Nintendo games. The games that are so outstanding that 
Developer: Sculptured you would buy the system just to play that game. 

Software / The essential games that every retro gamer 
hoo should play at least once 


Release: 1992 
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Killer App: Super Star Wars 


OBaAf 


It's a truly hair-raising 
moment when the Star 
Warsilogo appears and 
the Super Nintendo's 
rendition of the theme 
twneykicks in 


ee ee ee as ee es ee 
ee re ees” Se ee er i ee ee rc ee ne 


reproduced for the first time in home 
videogaming with the 16-bit capabilities of 
the Super Nintendo. It’s a truly hair-raising 
moment when the Star Wars logo appears 
and the Super Nintendo’s rendition of the 
theme tune kicks in. It may have been 

On the first level Luke takes out some of the native Tatooine creatures\with}histag).g auempted before, but never has it been as 
blaster _===*tee Successful and it sets the player up for a 
| fantastic game ahead of them. 


hen the 16-bit console wars own version anyway. Simply put, the Mega Essentially an update of the earlier 

was just kicking off in 1992, we Drive gave us all the games we could ever gas effort on the Nintendo Entertainment 

were all Mega Drive gamers. want and more. System and Master System, the game 
The Super Nintendo just didn’t come@ into If there was one game that made us follows the same design with levels 


the equation. At all. Our town was'a Mega Mega Drive gamers green with envy it was 
Drive town, and we did not know of anyone Super Star Wars. Released exclusively on 


vaguely based on certain aspects of the 
"movie. The first level, for instance, has 


who owned a Super Nintendo. Mario? We the Super Nintendo during the height of the player controlling Luke Skywalker, 

didn’t care. Still don’t. In fact, this author the 16-bit console wars, Super Star Wars who finds himself needing to traverse the 
still has not played a Mario game for exquisitely fused a platform run and gun sandy wastelands of Tatooine, blasting all 
more than five minutes. F-Zero? average. game into the legendary universe of the manners of creatures before taking on the 
Zelda? Pffft. Pilot Wings? Okay, but movies. Ja Sarlacc Pit monster at the end of the level. 
nothing to go crazy about. Street Fighter The movie’s famous classic text crawling = While the game initially only has Luke 


II? Overrated, and the Mega Drive got its 


=e a _ Dt nr a a a a 


opener and intro sequence is successfully as a playable character, later levels allow 


la ne a aa = iz 


HELP ME OBI-WAN KENOBI. TELL ME YOUNG LUKE. WHAT 
ARE OUR ONLY HOPE.... BRINGS YOU OUT THIS FAR. 


I7M HAN SOLO. CAPTAIN OF THE 
MILLENNIUM FALCON. 


The game features some great cut-scenes that appear in between the levels with each one filling in the gaps in the story 
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The seeker blaster may 
be the more effective 
choice [of weapon] to 
use throughout the 
game, [but] there's 
}-something special 
about the lightsaber 
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the chance to choose from Chewbacca 
and Han Solo, each one coming with their 
own unique skills and weapons. In the 
meantime, Luke Skywalker is the main 
character for the first eight levels and has 
a standard blaster, but later on in the game 
~ is able to use his lightsaber. Chewbacca is 
available to choose from the Cantina Fight 
onwards and is the toughest character with 
the most health. However, Chewbacca is 
slower than Luke, but comes equipped 
with his trusty flame gun. Soon after 
finding Chewie, Han Solo will also become 
available. Han has a flame gun similar to 
Chewbacca, but he is able to fire it ata 
faster rate. 

All three characters are pretty evenly 
balanced out with health, speed, skills, and 
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‘inthe game: a heat seeking rifle 


weapons, but Luke Skywalker must rank — 
just ahead of the others. There’s something 
appealing about playing as Luke, rather 
than as Chewie or Han. While Luke may 
have a pretty standard weapon compared 
to the others, he does have the almighty 
lightsaber after level five. He isn’t too slow 
on his feet either, with a fair amount of 
moves, including a spinning jump and a 
sliding move. 

The lightsaber is the weapon fans 
always dream about using, and while the 
seeker blaster may be the more effective 
choice to use throughout the game, there’s 
something magical about the lightsaber. 
The first time that Luke is able to use it is 
also a true great gaming moment. Forget 
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Chewbacca takes on the Cantina Kalhar guardian with one of the best weapons 
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__ the blasters and flame guns, this is the only 


weapon a true fan will ever want to use. 

Like many platform action games, Super 
Star Wars features a variety of power ups 
throughout the levels. The character’s 
main weapon can be upgraded to Blaster, 
Flame, Seeker, Rapid lon, and Plasma. 
There are also the familiar health boost, 
points boost, shields, and 1-ups that can 
be found. In fact, you may think that there 
are too many health boosts in the game 
but, because the game is no walk in the 
park, any additional help along the way is 
appreciated. 

The game's difficulty is no more 
prevalent than in the Cantina Fight level on 
Mos Eisley. This must rank as one of the 


I. i " = = 
As the game progresses, the player will have the chance to During the later levels, players get to utilise the skills and 
ps play as Hand, Chewbacca, as well as Luke weaponry of Han Solo 
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“You will never find a more wretched hive of scum and villainy.” Luke explores the landscape of Tatooine and encounters 


various enemies 


hardest and busiest stages in the game. 
Here you will find cloaked aliens, walrus 
type jumping creatures and arguably the 
hardest end of level guardian. This is 
also where Chewie and, later in the same 
stage, Han Solo join the cause. 

Each stage has an end-of-level guardian 
to overcome and the Kalhar Boss Monster 
must rank as the toughest guardian in the 
game. This creature has two main attacks 
with a long low punch and an extending 
neck to bite at you with his head. With no 
guaranteed tactics to victory — as with 
previous boss encounters — players must 
rely on their wits and quick reflexes to 
avoid disappointment, making victory taste 
all the more satisfying. 
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Some of the levels can feel a bit long- 
winded, but the clever use of game design, 
which blends in platform action with third 
person perspective sections, ensures 
that there is a good variety of play, thus 


reducing the possibility of tedium setting in. 


One level you will be trekking left to right 
taking on all manners of creatures and 
the next you will be flying a Land Speeder 
across the desert. 

It’s easy to see why so many plaudits 


were lavished on the game upon its 
original release, as for the first time the 
much loved Star Wars universe was alive 
and well on home console. The game has 
a fantastic blend of sci-fi platform run and 
gun action and first perspective piloting. 
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“The Force is strong with this one.” Luke flies his X-Wing down the trench of the 


Death Star in the final level 


The clever use of game 
design, which blends 
in platform action 
with third person 
perspective sections, 
ensures that there is a 
good variety of play 


With its opening sequence, weapons, 
characters, scenarios, Super Star Wars is 
visually and sonically a stunningly accurate 
depiction of the movie. 

Gamers may be spoiled for choice when 
it comes to Star Wars games since then, 
but Super Star Wars started the trend of 
classic games based on the sci-fi series. 
What Sculptured Software and LucasArts 
produced here is a superbly crafted game 
that Star Wars fans were — and still are — 
proud of. 


An early version of this article was 
originally published in GameFan issue 
6 in 2011. 
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to bug fixes 


OM hacking is a process where 


, gameplay, or even adding 
translations. These are usually fan-made 
endevours to prolong their favourite games 
or even cre , new levels with the 

n me’s engine. Streets of Rage 
the more popular 16-bit video 
games, so it’s no surprise to see dozens 
of hacks de 


edicated to Sega’s side-scrolling 


® patching proc 
The patch fi 
original gam : 
program sut 
can also be obtained from the website. 
However, ROMHacking.net does not host 
actual ROM files of games, so you will 


need to acquire these elsewhere. 
fs 
First of all, 


, appears wit ‘Apply IPS Patch’ and ‘Create 
a “IPS Patch’, We are after the ‘Apply IPS 

ion, which then asks which | 
patch (.ips) to use for patching. Once 
the patch file'is selected, the program - 
_asks which ROM file to patch (usually the 
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We take ad F - intriguing world of ROM hacking, from game enhancements, ito fan}translati 
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Shining Force 2 is one of the finest 
strategy role-playing games available, 
amazingly improving on the excellent 
original in many areas. Developed by 
Sonic! Software Planning and published 
by Sega on the Mega Drive in 1993. It 


~ was 1994 before the West got to see the 
~ game though, due to the time taken to 
translate the text and dialogue fromits 


native Japanese to English. 

Released quite recently in 2018, Shining 
Tactics Steam Edition is a patch by Dark 
'Claw that brings a whole host of changes 
‘to Shining Force 2. There are new 
‘characters, new equipment, new classes, 
other tweaks and_other improvements. 


: 


-Aiths:/\wWwFromhacking.netifacks/1736/ | 


»" Metroid was a hit bac! 7 
~ popularised the te 


the chamber and gives the mission to his 


it comes to vi 
There are 
Metroid on the 
interesting o 
Metroid: Rogue Dawn is based on ~ 
events that are told in the original Metroid‘s _ 
game manual. A Federation research ship _ = 
orbiting the planet SE388 has a suspended ~ ee 
animation chamber onboard that is said to «  -, 
hold a newly discovered life form. Ridley,a 
high-ranking space pirate, plans to capture « _ 


best agent: Dawn Aran. Trained by Ridley == 
himself from a young age, Aran is his first , . 
human servant.and dark agent. 


https://www.romhacking.net/hackS/3280/ 
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HACK BY GSARGOS 


Streets of Rage 2 - Extreme Edition 


~* Arguably the best 16-bit side-scrolling 
beat ‘em up ever, Streets of Rage 2 

had everything for fans of the genre: . 
suitable cheesy plot, stunning visuals, 
cracking soundtrack, and great crunching 


gameplay. ok 


Metroid: Redesign 


the most popular gamesinthe 


etroid series, so it has seen a lot of 


“L 


Metroid: Redesign is, as the title would — 


suggest, redesign of Super Metroid. 
Created by Drewseph with major coding 
The Extreme Edition patch was created done by Kejardon, MathOnNapkins and 
by gsauris and brings an all new “extreme Jathys. The patcl 
enge for the seasoned SOR2 player”. { Zebes is filled 
in characters are faster, Sons one of them is: 
ced, and improved moves. Weap 
has been enhanced. The enemy has 
been improved (faster, re balanced __ enll physic anges (speed of jumping/falling), 
distribution). The gameplay has been =new items (new weapons upgrades), and 
refined (no delay after Bul Pra i i abilities (w mping). 
much more has is here. 
https:/Awww.romhacking.net/games/1925 


i _| 
r areas of change include 


| mhacking.net/hacks/131/ 


1AR9R4a9" 


patch/enhancement activity over the years. 
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on| Be 
= Chrono Trigger is a well respected RPG ~ 
that was released on the Super Nintendo 
back in 1995. The game is an epic time 
= travelling RPG crammed into the Super 
Nintendo catridge’s limitations. 
Chrono Trigger: Prophet’s Guile is a fan 
made enhancement set in the 12,000 BC L 
time frame with Magus’ rise to power in 
the Kingdom of Zeal. Magus’ mission is 


“a F “a F 
Chrono Trigger: Prophet’s Guile 


to gain the trust of Queen Zeal, defeat all. = 
opposition, and stop Lavos at the Ocean 
rar - 


Palace. 
According to the patch’ s eet a 

Laboratories, the enhancement is about 

two regular Chrono Trigger coeHie Is long. 
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tos:/Awww.romhacking.net/hacks/362 
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Sonic the Hedgehog Megamix ~~ Langrisser II Translations Clock Tower Translations 


The most famous Sega game character Langrisser II is a strategy RPG that was Clock Tower is a survival horror 


needs no introduction and has many released on the Mega Drive in 1994. | | adventure game that was released on 
enhancements to its name. The original While the first Langrisser game was P the Super Famicom in 1995 by Human 

game has many patches to choose from, localized in North America as Warsong, Entertainment. Probably due to being 

but the Megamix is arguably the most the sequel didn’t see a release outside of released late in the console’s lifespan, —— 
rounded. Japan. The game has been described by the game did not get a release outside of mm” ol 

The patch includes level design layout fans as having similarities to the Shining Japan. _ 

enhancements, additional characters, Force series, but with “deeper” gameplay. The patch is an English translation of =] 
unique set of moves for each character, The translation.is loosely based the original Japan release. s 
level intros, musical amendments, a on Hiryuu Honyaku/Warui Toransu’s The game also received fan translations 
“preferences” screen where players translation with some improvements: script in the Korean and Turkish languages. 

can customize aspects of the game, an rewritten with some parts re-translated. iL 
“Original Mode’ allows players to select A Spanish translation of the game was https://www.romhacking.net/games/269/ . 


the original levels using all of the additions also released in 2017. 7 
from Sonic Megamix. All this and more... 


https://www.romhacking.neth 


i. af https://Awww.romhacking.net/hacks/171/ translations/1314/ 
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Shining Force III English Translation 


Shining Force Ill: Scenario 1 is a strategy 
RPG for the Sega Saturn and proved a 

big hit. Although Sega did release Shining 
Force III in English in the US and UK, 

it was actually only the first scenario. 

The game is actually comprised of three 
scenarios, the latter two only having seen 
a release in Japan. By this point in time, 
the Sega Saturn was at the end of its life 
and Sega never planned to released the 
final two scenarios in English. Because the 
game was to end with Scenario 1 for the 
English speaking, world, Sega deliberately 
changed muchvof the end of the story in 
order to reach some kind of conclusion 
and not let on to fans that they had in fact 
only played one third of this epic title. 
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Your reputation has spread thrall 


Pulseman Translations 


We've covered Pulseman in one of our 
Retro Respect articles this issue, which 
explains its original Japan exclusivity. 
The game itself is an action platformer 
game for the Sega Mega Drive that fuses 
together elements of both Sonic the 
Hedgehog and Mega Man. 

While the game was not heavily reliant 
on understanding the on-screen dialogue, 
this patch does complete the game nicely. 
The original game did include some English 
dialogue for certain cut scenes, but the 
Engrish used has also been cleaned up. 

There is also a French translation 
patch for the game that was released by 
Terminus Traduction in 2006. 
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Anniversary Edition 


19892014 Ma. ITOLSORAGOMDEPLATIMO 


Mother: 25th Anniversary Edition 


Mother was originally released on the 
Famicom in 1989, but never got a release 
outside of Japan. Mother 2 was released 
in Japan (1994) in the West on the Super 
Nintendo as Earth Bound (1995). The 
original Mother did not get its planned 
official translation, but it did get a fan 
translation under the title Earth Bound Zero. 
Mother: 25th Anniversary Edition includes 
Tomato’s official Mother 1 + 2 translation, 
but also has many enhancements to the 


es game itself. All graphics, sprites, and tiles 


have been redesigned: The goofy sprites 
are goofier and the creepy sprites are 
creepier. Level design has been tightened 
with confusing sections simplified and other 
small sections expanded upon. 
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You've been to the 


haunted house in 


Halloween? 
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Television screens in the United 
Kingdom were flooded with 
gaming shows in the early 
nineties, from GamesMaster, 
Bad Influence, to Games World. 
Retroaction looks back at the 
latter daily games TV show 


ith the success of 
GamesMaster in 1992, 
production company Hewland 


International — under the leadership 

of Jane Hewland — saw the potential 

to expand on the format. Rather than 
broadcast one show per week, they 
planned broadcast five per week, each one 
with a different theme: games contests one| 
night, games tips another night, live shows 
another night, and so on. Hewland went to 
Sky Television with the successful pitch, 
and the show began broadcasting on Sky 
One on 8th March 1993. While the show’s 
format changed over the four series, we 

will be looking back at the first series. 


“Welcome to Games World. Tonight is 
fight night with The Eliminator.” 


~ r 
The Eliminator was shown on Mondays 
and would focus on elimination games 
between a group of young contestants. 
Bob Mills was the main host of the 
show and would introduce the game, 
the contestants, and his co-host Jeremy 
Daldry and co-host/commentator Dave 
Perry. Bob Mills was amusingly quite 
scathing when putting down the young 
kids who lost the challenges. The winner 
was not only crowned as Eliminator 
Champion but received the Eliminator 
Champion’s Jacket. 

For this special feature it seems fitting to 
cover the special episode of The Eliminator 
featuring a handful of gaming journalists 
from around the UK. The challengers 
included Adam Peters (Games Zone), Dave 
Perry (Sega Pro), Matt Bielby (Super Play), 
Jim Douglas (GamesMaster), and Dave 


: | 
Bob Mills must rank as one of the Casdash: an interesting game suitably 
most underrated television presenters designed for Games World 


Kelsall (Nintendo Magazine System). 

The first game is a mulitplayer edition of 
Cashdash (a top-down one-screen game 
developed exclusively for Games World) 
where the player’s task is to dash around 
the screen collecting as many coins as 
possible. In this special edition, the first four 
players to collect ten coins advanced to the 
next round, with the last player standing 
being eliminated. 

Jim Douglas gets off to a flying start, 
being the first player to collect ten coins, 
with Dave Kelsall following shortly 
afterwards. This lead to a three-way fight 
off as Dave Perry, Matt Bielby, and Adam 
Peters were all on nine coins each. Perry 
quickly collected a final coin to make it 
through, while Bielby managed to steal the 
last place, leaving Adam Peters eliminated. 

Round 2 is Asterix, a side scrolling 
platform game on the Super Nintendo. 
Each player has to collect as many coins 
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as possible within the 30 second time 
limit. Dave Perry is first up and manages 
to collect 12 coins. Matt Bielby dies falling 
down a casm with 12 coins. Jim Douglas 
also collects 12 coins. Dave Kelsall finds 
a hidden route and manages to collect 29 
coins. With Bielby dying on his attempt, he 
is eliminated from the round. 

Platform action with Addams Family 2 
on the Super Nintendo is the game chosen 
for Round 3. The aim of this round is to 
progress as quick as possible through the 
bathroom level. Unfortunately, Perry losese 
his three hearts after 21.2 seconds of 
gameplay. Douglas manages to last a little 
longer with 25.3 seconds before losing his 
last heart of life. A mis-timed jump over a 
gap for Kelsall and he loses his whole life 
after just 12.3 seconds. 

Round 4 with the head-to-head final 
between Dave Perry and Jim Douglas. The 
King of Monsters 2, the one-on-one fighter, 
on the Neo Geo is the ultimate challenge. 
After an extremely close first battle, Douglas 
edges out for the first of three rounds. Perry 


jcomes back fighting and takes the second 
- round comfortably, making it one round 


all. The deciding round goes to Perry who 
makes an almost faultless round look easy. 
Perry is presented with the “most coveted 
garment in show business: The Eliminator 
Champion’s Jacket.” In the meantime, Perry 
has four days to get himself prepared to 
take on the Games World videaters when 
he returns for Beat the Elite. 


6L0¢ YAWNNS NOILDVOULAY 


a | 


| 


2) 
© 


House of Games was broadcast on 
Tuesday nights and was hosted by Jane 
Goldman (then journalist for Game Zone) 
and Neil West (then editor of Mega). The 
magazine style show featured reviews 
and news of the latest videogames and 
hardware. 

The episode we focus on here starts off 
with a review of Technoclash on the Mega 
Drive with comments from Dave Perry, 
Simon Byron, and Daniella Westbrook. 
The game receives a “blasting seven” 
from Perry, a 6/10 from Byron (“not really 
anything new’), and a 5/10 from Daniella 
Westbrook. 

Jane Goldman reports on the recent 
Chicago Consumer Electronics Show 
that showcases some of the upcoming 
videogames and hardware. Nintendo’s 
Tim Dale previews Mario & Wario on the 
Super Nintendo, Sega’s Adam Seville 
previews Jurassic Park on the Sega CD 
(Mega CD), Acclaim’s Steve Lux shows 
off Mortal Kombat I! (Various systems) 
due for release on “Mortal Monday” (13th 
September 1993), and Pele was there to 
sign autographs and to promote the Pele 
football game. 

The mid-section feature of the show 
usually has a viewer offering their own 
review on the latest games, but this 
episode is different as Neil West takes us 
back to his home in Bath to review Micro 
Machines. West introduces his “top mate, 
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Games journalists Jane Goldman and 
59 Neil West were chosen to host the show 
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Frank” (aka Frank O’Connor) to try out the 
two-plater option of Micro Machines. While 
West comments that while the presentation 
isn’t up to much, it is the gameplay that 
counts and “this thing’s got it by the bucket 
load”. O’Connor mentions that players can 
encounter problems through the many 
courses such as losing just by straying 
slightly off course, despite being ahead of 
the other player. 

Another game up for review includes 
TaleSpin on the Game Boy, which receives 
a 7/10, 8/10, and 3/10 from Byron, 
Westbrook, and Perry respectively. GP 
Racer is reviewed on the Master System, 
getting a “mediocre” 5/10 from Perry, 9/10 
from Westbrook, and 3/10 (“that’s being 
generous”) from Byron. 

Just before the commercial break, a 
games quiz question is posed, with the 
answer on the other side of the break. 

In this episode, we are asked to follow 
gameplay footage of Road Avenger on 

the Mega CD and guess what happens 
next. After the break, west commentates 
through the game footage as the car 
crashes through the hotel window, “hits the 
reception desk and the driver flies through 
the windscreen, ready to book his room in 
the great hotel in the sky”. 

The news section features work-in- 
progress report on games and hardware 
still to hit the shops. The hosts discuss 
Striker (SNES), the “completely bizarre 


Neil West and Frank O’Connor put 
Micro Machines through a play test 


It’s Tuesday night; it’s H 
Games night 
and outrageously expensive” Virtual Vision 
Set, Super Goal (SNES), and Tecmo Cup 
Football (Mega Drive). 

Space Hulk on the PC gets the critical 
treatment with scores of 9/10 (Byron), 
“an atmospheric 9” (Perry), and a 6/10 
(Westbrook). 

The hardware feature takes a look at 
the Philips CD-i and FMV games. Simon 
Turner from Philips explains the features 
and capabilities of the “new entertainment 
machine”. We are told that the CD-i brings 
totally realistic grahpics using Full Motion 
Video. The “interactive movie” genre is also 
introduced with preview footage of Voyeur, 
representing “a huge leap forward in the 
future of entertainment technology”. 

The last game for review this episode 
is Blues Brothers on the Super Nintendo. 
The game receives a “generous” 4/10 from 
Perry, a 9/10 from Westbrook, and a “dull, 
dull, dull in everyway” a 3/10 from Byron. 


Fergus McGovern uf 
Mortal Kombat II 
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how to keep his populous alive. Another appear midway in the episode to offer 
gamer asks if there is a level select for “special gaming tuition” to young gamers. In 
Taz Mania on the Mega Drive. Another this episode a girl asks for help in defeating 


unusual Walliam’s character (a professor?) — the clown in level 2 on Castle of Illusion on 
appears with help on the keypress code to the Mega Drive. 

activate the level select. Another request Back to the general tips request segment 
about two players using the same team on _ witha girl asking for a cheat for Bio Hazard 
Super Soccer on the Super Nintendo, and |) Battle on the Mega Drive. One of Walliams’ 
another Walliams’ character (hairdresser) characters appears with the key press 
appears and offers help as he washes Matt _code for a level select menu. Other games 
Lucas’ bald head of hair. Another gamer tipped in this segment include Greendog 
with help request on F-22 Interceptor on (Mega Drive), Hook (Super Nintendo -- Yes! 
the Mega Drive. someone pronounces the machine name 
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For the show’s first series, Wednesday 


was home to Madame Pixel’s Peep Each episode featured two ‘Videator properly), and Jennifer Capriatti Tennis 
Parlour, a games tip and advice show Master Class’ segments where a Videator (Mega Drive). 

hosted by Madame Pixel herself (a would take the viewer through a mini The Games Messiah videator pops 
pixelated head voiced by Jane Copland). players guide on a certain game. For this up with his ‘Master Class’ on Populous 

In the show, gamers would ask for episode, Master Moriaty takes the viewers II (Mega Drive). “Playing God is no easy 

gaming help from various characters through The Lost Vikings with tips and thing, and | should know...” begins the 
played by David Walliams. The first gamer helpful advice. Games Messiah as he explains to the 
needing help is a young lad who says that The ‘Hall of Fame’ segments showcased viewers some tips and strategy in playing 
he is “really bad at Mickey’s Magical Quest gamer’s super playing skills as they the god simulation game. 

on the SNESSSS.” (Yes, some people do replayed the game, showing the viewers The second Hall of Fame showcases 
pronounce the Super Nintendo initialism how they did it. Here, Daniel takes us Philip's gamesplaying skills on F-Zero 

as SNESS). As game clips play full screen through Tiny Toons on the “Super NES” (Super Nintendo) as he manages to get 
in the background, one of David Walliams’ (another way to say Super Nintendo) “an unbeatable time” of 2:43 by using 
many characters (in this instance, a rock which he can beat the “first level in one strategy and tactics along the way. 
climer called Duncan Dunk?) pops up and twentynine seconds’ (is that 1.29 seconds, 


offers some helpful advice. The next gamer 129 seconds, or 1 minute 29 seconds — I’m 
asks for “some help on Populous on the confused. Ah, it is one minute 29 seconds). 
SNES.” (There's that initialism pronounced The Games Mistress (played by Dianne 
as a word again. Pfft. Kids, eh?). MC Barry Youdale, who was known at the time as Jet 
Fishgate tells the lad how to use akeypress _ from the UK version of Gladiators), dressed 
code to increase his energy advice on in leather and brandishing a whip, would 


vid Walliams as one of his many 
mes tip characters 
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games, quizes, and more 


Games World Live was an interactive 
show where gamers could ring in to 
take part in games challenges. Initially, 
the caller would give instructions to a 
celebrity guest to carry out directions, 
although this would change as the 
series progressed to make use of 
touch-tone telephones to control the 
game directly. 

The Christmas 1993 show was on 
location with Philip Edgar-Jones and 
rather than doing the usual live show from 
the reigning champions’ leader’s house, it 
is live at the Lakeside Shopping Centre in 
Thurrock, Essex. The host Philip Edgar- 
Jones has gathered the reigning gaming 
champs, the McCann team (Paul, Chris, 
and Burt). 

In the studio is Jeremey Daldry who 
reads out viewers faxes and letters 
throughout. He then introduces the first 


game challenge: Fatal Fury on the INT=Xe) 
Geo... Jeremy selects a caller at random 
and get them on the line. Chris Pearson 
(phone) is chosen to take on Kris McCann 
(home), the team leader of the reigning 
champions. Round one goes to to Chris 
on the phone, while the secondround 
also goes to Chris on the phone. The frst 
challenge goes to the phones. ra 

Thee game is James Pond 3 on the 
Mega Drive. The challenge is to collect as 
many cheeses in 45 seconds of the first 
level. 


5 og n Isherwood is selected from the list 


if callers and manages to collect 3,150 
Boints. Paul from the home reigning © team 
takes up the challenge and manages to 
collect 1,000 points before losing his life. 


The second challenge goes to the phones. 


The third game is World Heroes 2 on 
the Neo Geo. Greg Musto is chosen from 
the phone list, and takes on Burt from the 
reigning team in the one-on-one fighter. 
Greg eventually knocks Burt down and 


may 
III 


winners dominate the Winners Board, 
and the reigning team lose their place as 
champs. — 

_The three winners on the board take 


part in an elimination game to decide the 


two finalists. Coo/ Spot on the Super NES 
is chosen for the challenge. The phone 
callers need to collect as many points as 
possible in 30 seconds of level one. Chris 
Pearson is first up and manages 250 
points, while John Isherwood is second 
and gets 1,000 points, and Greg Musto 
manages 350 points. 

The final two winners, John Isherwood 
and Greg Musto, take part in the Games 
World Live \Interactive Quick Fire Quiz. 
The two callers buzz in to answer 
eee questions and are awarded 
one point for each correct answer, and one 
We deducted for an incorrect answer. 
John wins the quiz five points to three. The 
show is heading to Ramsbottom next week 
to be with John and his gaming team. 
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The final head-to-head f 
a videogaming buzz-in 


Beat the Elite brought The Eliminator’s~ f 
winner against the videators 


Beat the Elite night was hosted again 

by Bob Mills along with co-presenter/ 
commentator Tim Boone (then Nintendo 
Magazine System editor). Here the 

winner of Monday’s Eliminator show play 
Cashdash to decide how many points they 
get to use as they take on the Videators. 

The Videators were gamers who played 
in character complete with outlandish 
costumes. Big Boy Barry (Alex Verrey) 
was one of the most successful, with 
other Videator characters being Master 
Moriaty (Tristan Moriaty), Radion Automatic 
(Ed Laurence), The Violet Blade (Rik 
Henderson), The Games Messiah (Doug 
Johns), and The Executioner (Gary 
Harrod). 

In this special episode we follow the 
further exploits of Dave Perry (then Sega 
Pro) as he takes on — in Bob Mill’s own 
words — the “meanist, toughest, and 
baddist bunch of players on the planet”. 
Within the one minute limit, Perry manages 
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brings the viewers up to speed: Dave fF 
started on 58 points, “but has been betting 


6L0¢ YAWNNS NOILDVOULAY 


RETROACTION SUMMER 2019 


56 


An Interview With... Dave Perry 


Dave Perry launched af Me, oN 
videogaming magazines, helpeu:la ‘launch Oe) 
two different videogaming Ws shows— as? 


well as co-presenting them — ~gigundedihis 
own,successful publishing company; "ant [om 
became. one of the! best.known journalist ee 
celebrities of his time. ‘We caught up with 
the Dave Perry tolreminisce about allthese 
achievements and how it all lead backito li 
one of his very first passions... | f ( 


4, 


Retroaction: Can you cast us back to 
your earliest gaming memories? Where 
did it all start? Did you read videogaming 
magazines yourself? 

Dave Perry: Well, | remember owning 

an old Pong console way back in the 
day... think we bought it at Woolworths. 
But despite all the usual dalliances with 
Spectrums and Atari cartridge systems, 
my really serious interest in videogaming, 
rather than home computing, started with 
the Amiga 500. | still have that machine 
to this day, with its 500k upgrade. 
Nothing beats a game of Kick Off, with 
Competition Pro sticks. Especially if you 
can find an opponent to play against. 

As for magazines... | wasn’t overly loyal 
until Ace and Zero came out. | absolutely 
loved those magazines. Before then | 
would just buy whatever | could get my 
hands on. | wanted to know everything. 


RA: You managed to get into videogaming 
journalism. How did this come about? 

DP: | was always writing for magazines 
and fanzines and sending reviews in to the 


Perry 


editors. Some got published, some didn’t. 
These were great days for writers as well 
as developers. There was no blueprint. 
The whole games revolution was just 
that... a revolution. We were working it out 
as we went along. There were no rules. 
Then one day, as | was happily reading an 
Amiga magazine | saw an advert for a mail 
order company called Special Reserve, 
which not only gave you the chance to 
buy your games at discounted prices, it 


also sent you a subscriber magazine on 

a regular basis. | joined up and got the 
magazine, along with a copy of Drakkhen, 
however | was not overly impressed with 
the publication and thought to myself... “I 
could do this”. 

So | applied for a Deputy Editor’s 
position and got the gig. | moved to 
London within the week and slept 
in my Mini until | found affordable 
accommodation. Not a problem for me, 
| had been travelling with carnivals and 
fairgrounds before that and sleeping ina 
converted bus. Aside from my freelance 
reviewing, that was my first full-time 
magazine position. Within a year | was 
Publishing Manager for the company, 
producing three different magazines at 
a time. It was a great introduction, both 
to the world of publishing and the games 
industry at large. 


RA: You were approached by 

Hewland International to help 

launch a videogaming TV show 

called GamesMaster. What are your 
recollections on getting this historic TV 
show to the screens? 

DP: Oh yeah, well this was when 
everything really started to go crazy for 
me. | had heard that a TV company was 
considering putting a show together about 


Dave hanging out with Dominik 
Diamond, reading Sega Pro 
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videogaming and when they invited me 
down to the Docklands to meet them | 
didn’t really know what to expect. You 
have to remember that this was around 
1990-1991. The Mega Drive had not long 
been released, there was no internet, and 
the games industry still centred largely 
around computer whiz kids programming 
from their homes. Hardly anyone had 
satellite TV, and there were only four TV 
channels to choose from. Being on TV 
was a huge deal. | could hardly believe 
that | was being offered a chance to enter 
such a magical world. 

Once | was on board | really did have 
a wonderful, wonderful time, although 
| do remember long, cold, dark tube 
rides to the Isle of Dogs very early in 
the morning every day. And long, late 
night rides home. What we were doing 
was So unprecedented that we were 
literally making it up as we went along. 
Trying to come up with a format for the 
show, a way to accurately reproduce 
challenges on software that isn’t made 
for such things, even what award to give 
winners. You can’t give anything with too 
much value to it, there are laws against 
that in broadcasting... or there were. So 


Q th 


| always felt that | 
belonged on magazines. 
| knew which buttons 
to push and how to 
make them tick 


eventually a peripherals manufacturer 
called Spectravision and | came up with 
the idea for the Golden Joystick. | was 
given one by the production team when | 
eventually left at the end of Season One, 
as recognition of my work on the creation 
of the show. | still have it to this day. 

Other memories? The excitement of 
scouting for locations and eventually 
deciding to put the whole show inside a 
church. And the feeling | got on that first day 
of filming, when the smoke machines and 
lasers kicked on for the first time and the 
audience cheered. The feeling that “Oh my 
God we've done it. This is really happening’. 


RA: By 1992 you had moved over 

to Paragon Publishing, an emerging 
publishing outfit headed by two former 
Future employees. What were your 
reasons for joining such a small company? 
DP: Jane Hewland had asked me to 
stay in television. | remember her exact 
words... “You're a television person”. 
But something in me longed for the cut 
and thrust of publishing. There really 

is nothing like it. The deadlines, the 
pressure, the opportunity to influence 
the opinions of thousands of others. To 
be honest | was always a bit too working 
class for television. When the chance 
came to join Paragon it was perfect for 
me. | like working for the underdogs, 

the small, hungry organisations where | 
can make a big impact. I’m not good at 
being a small cog in a big machine. I’m 
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| like working for the 
underdogs, the small, 
hungry organisations 
where | can make a big 
impact 


far too aggressive and ambitious for that. 
Paragon was going places and | could feel 
it, plus | got on brilliantly with the owners 
there. We started off in an office above 

an electronics shop and we ended up in 
Bournemouth with over 150 employees. 
Seems | was right... again. 


RA: Your first position at Paragon was as 
Designer on Sega Pro. We always thought 
that you were on the magazine as a 
games reviewer before working your way 
up. Where did the Designer position come 
from? 

DP: This is a popular misconception. 

You see, Magazine Designers got paid 
almost double what reviewers got back 
then. | had a BA Hons Degree in Art and 
Design from the Bath Academy of Art and 
a Diploma in Graphic Design from South 


hy wed | a 


Dave co-hosting series 3 of 
58 GamesMaster with Dexter Fletcher 


Devon Technical College. So | went for the 
job with the most responsibility and with 
the best salary. Eventually of course | got 
moved across into the Editorial chair, but 
initially | was the magazine’s designer. 
Which satisfied the artist in me for a while. 


RA: While appearing on GamesMaster 
you soon became known as ‘The Games 
Animal’ as well as wearing a bandana. 
Where did the name and the bandana idea 
come from? 

DP: The Games Animal name came 

about whilst | was playing NHL 93 on the 
Mega Drive one day. You see, no-one 
could beat me on that game and one day 
whilst | was playing, the Public Enemy 
song “Bring the Noise” was playing in 

the background. Chuck D was singing 
something like “Once again it’s me the 
Rhyme Animal, the Unstoppable me”. So 

| just started boasttfully singing along with 
“Once again it’s me the Games Animal, the 
Unstoppable me”. And so | became The 
Unstoppable Games Animal, which later 
got shortened. 

As for the Bandana, | was working on 
the second season of GamesMaster and 
had decided that | want to grow my short 
hair cut out, but it looked shite. So | started 
to wear a bandana to filming and Director 
Cameron McAllister thought it looked good 


and said | should keep it, so | did, and 

it became a really strong image for me. 
Very iconic even to this day. If you say to 
anyone who played games during that era, 
“The guy in the bandana...” they will know 
who you mean. Which is really something, 
right? Later on | started to want to appear 
more without it, but Jane Hewland was 
always very insistent that | should keep it. 
She said no one should so easily discard 
such a strong trademark. Now, with 
hindsight, | can see that she was right. 


RA: What did you think about the 
GamesMaster magazine that was 
launched by Future Publishing? 

DP: | hated it because they were our 
competition by then. But secretly | loved 
the magazine. After all | still viewed 
GamesMaster TV show as my baby. | 

did feel however that | could have been 
involved with the publication a bit more. It 
seemed to keep a deliberate distance from 
the TV show, apart from using the graphic 
stylings, which was probably a good idea 
from a business point of view | guess. 


RA: Following the success of Sega Pro, 
Paragon was able to launch a second 
Sega publication called Mega Power in 
1993, which had the honour of being the 
first videogaming magazine to covermount 
a CD. These must have been exciting 
times for a magazine editor? 

DP: Oh yes. Mega Power had quite a 
stormy early life, with me taking over as 
Editor after a few issues. At that point no 
console magazine had ever covermounted 
a demo CD, so when we decided to do it 
with Core Design’s Thunderhawk it was 
avery, very big deal indeed. Yet another 
massive first that would have far reaching 
consequences. | guess you could say we 
were something of a rudimentary prototype 
for the mighty Official PlayStation 
Magazine many years later. At this time | 
seemed to be involved in kicking down so 


many doors that my head was spinning. 
People have commented that | was often 
difficult to deal with, or something of an 
egomaniac, but if you look at everything 

| was involved in, it’s not surprising that 
my manner might have been hard to 

take. | hardly had time to stand still. Like 

| mentioned earlier, we were constantly 
breaking new ground and that often 
involved making it all up as we went along. 


RA: 1993 also saw the appearance 

of Games World on Sky television of 
which you helped launch as presenter 
and co-commentator. Can you explain 
why Hewland came about launching 

a videogames TV show when they 
already produced a similar TV show in 
GamesMaster? 

DP: I’m not sure what the business 
incentives might have been behind Games 
World, as | was no longer employed by 
Hewland at the time, but | think they were 
excited once again about doing something 
completely new. A show that broadcast 
five nights a week, with a growing satellite 
network was probably far too fantastic a 
challenge to turn down. Creatively they 


Games World magazine was a Ta 
format magazine 
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were able to try a lot more than they had 
with GamesMaster, while technology wise 
a lot of the groundwork had already been 
done on the previous show. 

Jane Hewland did get in contact with 
me, and asked me to present one of the 
shows every week. However, she wanted 
me to be part of a three man presenting 
team, and | wasn’t really into that. I’m 
not keen on sharing the limelight. But 
| did agree to appear on the show and 
represent my magazines as a games 
champion to play against champions from 
all the other publishing houses. The UK’s 
(maybe the world’s) first ever televised 
Professional Games Players Tournament. 
| eventually won in the final against the 
Editor of GamesMaster magazine. Oh 
the irony. Another notch on the joypad. 
[Laughs.] 

When they asked me to go back as a 
presenter for season two of the show, | of 
course said yes. This time | got my own 
show and contract. The season ran for 
26 weeks | believe, and it was during this 
time that | really learned my craft asa 
presenter. 


RA: Just a year later, Paragon Publishing 
did manage to secure a videogaming 

TV show licence in Games World: The 
Magazine. With yourself as launch editor 
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At that point no 
console magazine had 
ever covermounted a 
demo CD, so when we 
decided to do it with 
Thunderhawk it was a 
very, very big deal 


how did it feel to oversee a magazine 
based on a TV show that you also 
presented? 

DP: Absolutely brilliant. | was very 
influential in getting this licence for 
Paragon. | designed the dummy covers, 
set up and attended the London-based 
meetings with Hewland, et cetera. The 
company also gave me a free hand in 
headhunting and choosing my own team 
for the project. We even got given our own 
office to work out of. 

We knew we couldn't beat 
GamesMaster magazine in the circulation 
race, but we absolutely set out to beat 
the second placed magazine... the mighty 
Mean Machines, and we pulled every 
stroke possible in making that happen. 

Anyhow, this was yet another first | 
believe. Editing a magazine licensed 
around a TV show that also employs 
you as a presenter, and it was certainly 
the launch that put me on the map as an 
international gaming celebrity. | have to 
say also, that this was the best team | 
ever worked with on a games magazine. 
Absolutely top drawer every single one 
of them. We pushed ourselves and each 
other to the limits, and the early hours 
of the mornings. Cover books, big game 
exclusives, film crews in the offices and 
the now infamous tale of ‘Cocky Kid’ 


6L0¢ YAWNNS NOILDVOULAY 


59 


RETROACTION SUMMER 2019 


An Interview With... Dave Perry 


=) 
\S 


(that’s also a whole other story). Happy 
days. Truly the golden age of gaming for 
me. 


RA: During the summer of 1995, you 
launched another magazine called X*Gen. 
What can you tell us about this ambitious 
multi-format magazine? 

DP: X*Gen was a hugely ambitious 
title as we wanted to attempt what has 
always been the Holy Grail of gaming 
magazines, and that is launch a multi- 
format publication that combines gaming 
with the other various lifestyle interests of 
its readership. It was meant to be a more 
lad’s mag version of Eage, if you like. 
Lovely matt laminated covers, beautiful 
and groundbreaking page designs and 
layouts, something of a self-indulgent low 
readership flagship title. | loved working 
on that magazine, but | think ultimately 
it confused the magazine buying public. 
Maybe it was ahead of its time? Maybe, 
we just didn’t get the balance right, or the 
cover price. 

| remember sitting down and eating lunch 
with Steve Merritt (formerly of Emap) once, 
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Play was Paragon Publishing’s 
PlayStation title that lasted for 20 years | 


This was the best 
team | ever worked 
with on a games 
magazine. We pushed 


ourselves and each 
other to the limits 


The Games World magazine team circa 
1994 


after | had left Paragon, and he asked me 
what had been my favourite magazine, 
and | had said X*Gen. To which he told me 
he thought it was one of my weaker titles. 
Which surprised me. | guess beauty really 
is in the eye of the beholder sometimes. 


RA: By 1995 you were helping launch 
magazines almost simultaneously, but 
arguably the most important launch was 
with Play, the independent PlayStation 
reviews magazine. What can you tell us 
about about this time at Paragon? 

DP: Everything is a bit of a blur 
around this time as | was becoming a 
bit of a publishing machine, launching 
simultaneous titles left, right and centre. 
| was also still the Managing Editor of 
Games World: The Magazine, the Official 
3DO Magazine, Saturn Plus, Sega Pro, 
et cetera. Plus travelling to London to 
present regularly on GamesMaster and 
Games World TV shows and taking part in 
exhibitions and shop openings all over the 
country. How did | do it? No, really. How? 

Launching magazines simultaneously is 
a lot of work for anybody. But at the time 
the PlayStation Market was such a huge 
deal for every publisher, that there was a 
real race to get there first. Play was later 
onto the market than we would have liked. 
We had hoped to be the first PlayStation 
magazine on sale, but another publisher 
beat us to the punch. However, we knew 


once again that the magazine we had 
created really had something. Its logo was 
sharp and stylish and we utilised a more 
square format to give the title an instantly 
recognisable feel on-shelf. Inside we had a 
small (very small) but immensely capable 
team, all dedicated to giving the new 
population of PlayStation fans the read 
they deserved. | am not surprised that the 
magazine is still around today [at time of 
interview]. It always had something very 
special. It makes me proud to know it is still 
going strong. 


RA: As GamesMaster entered its sixth 
series, the friction between yourself and 
host Dominik Diamond increased, peaking 
with the Mario 64 challenge incident. 

Was there any reason for the seemingly 
increased tension between the two of 
you? This also wasn’t the only time when 
matches were fixed, was it? 

DP: | don’t know what started the friction 
between us. It definitely came more from 
his side than mine. | was pretty isolated. It 
perhaps wasn’t helped when he left before 
season three got under way, only to see 
me step in to co-host the show with Dexter 
Fletcher and help him get through a very 
difficult time. Certainly from that moment 
on lines seemed to be drawn. | simply 
wanted to help make a great videogames 
show, that was my number one priority, 

a videogames show. What his problem 
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X-Gen was an ambitious multi-format 
magazine 


was with me, | guess only he will know, 
because he certainly never spoke to me 
about it. Just made faces behind my back. 
Schoolboy stuff. 

Of course it has been well documented 
that many challenges on GamesMaster 
were fixed through the years, with my 
Mario 64 moment being the most famous 
of these. But it all began as far back as 
the first series, when a young player 
(whose name | won’t mention) fluffed the 
Sonic rings collection challenge. It was 
not the result the producers wanted, so 
he was given another go. This kind of 
thing happened quite a bit, because the 
emphasis was often on putting the best 
show out possible, and that often meant 
ensuring that competitors reached the 
more interesting levels or areas in games, 
even if it meant letting them try again. 
Another classic example of this illusion 
of a ‘fair’ challenge was the supposed 
Tetsujin challenge on the latest Virtua 
Fighter coin-op that | presented in season 
six. The Tetsujin was supposed to be a 
Japanese champion, who had been flown 
over here to take on 100 UK Virtua Fighter 
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fans. What he actually ended up playing 
against was 30 or so young kids that were 
just visiting from a local school. They didn’t 
have a clue what they were doing or even 
how to control the game in some cases. 
Lambs to the slaughter. | hated that kind 
of thing and told the production team so. It 
was sarcastically suggested that | played 
him instead, which to their surprise | said | 
would. It didn’t happen. 

What | struggled to understand was 
that GamesMaster was a TV show, first 
and foremost. It was an aspect of the 
production that | never completely came 
to terms with. It certainly wasn’t how | had 
conceived it. | wanted it to be just about the 
games. 


RA: In 1997 you decided to leave 
publishing and TV presenting all behind 
to work at THQ. What were the reasons 
behind this decision and what exactly was 
your role at THQ? 

DP: To be honest, | wanted to learn more 
about the games industry. | had spent 
years and years thumping my own chest 
as a somewhat notorious games reviewer 
and presenter and now | wanted to know 
what it felt like to be on the other side 
of the fence. Back in the ‘90s, this was 


Dominik and Dave on the set of 
GamesMaster series 6 


a natural progression. Many magazine 
writers went on to be snapped up by 
the software companies, where their 
encyclopaedic games knowledge and 
knowhow when it came to dealing with 
the press would be put to good use. Most 
writers became PR representatives, some 
went into the development side of things. 
Me, | had to go that one step further, and 
become the Marketing Manager for the 
whole of Europe. | was given a great salary 
and allowed to choose a brand new car 
for myself. It was such a culture change 
from the gritty, stressful world of magazine 
journalism. 

| flew to Los Angeles often, to attend 
meetings, etcetera. at the THQ Inc offices, 
and of course Atlanta to attend E3. | 
produced all of the company’s advertising 
in Europe, advised on acquisitions, 
demonstrated games to the press and 
game store account mangers from all over 
the UK, and most importantly | oversaw 
the company’s submission progress 
through Sony and Nintendo. This involved 
all packaging and booklets, making sure 
any software alterations were carried out, 
making sure that all trademarks and legal 
requirements were adhered to, and even 
commissioning artwork for the box covers. 


Of course it has been 
well documented that 
many challenges on 
GamesMaster were 
fixed through the 
years, with my Mario 
64 moment being the 
most famous of these 
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Rapide-were 
ambitious, aggressive 
and determined. It 
was a perfect match. 

| left the cushy life of 
marketing and jumped 
back into the burning 
fires of magazine 
publishing 


It was an immensely steep learning curve. 
| even set-up the UK offices internet 
systems. But oh boy, did | learn a lot about 
how the games industry worked. | had 
now not only been to the puppet show, 

but | had also discovered how the strings 
were pulled. Hugely important for my next 
challenge. 


RA: One year on and you were back 

into videogame magazines at Rapide 
Publishing. How did this come about and 
what was the relationship with Rapide and 
Paragon? 

DP: Well, Paragon owner Richard Monteiro 
had always been a good friend of Rapide 
owner Mark Smith. | had known Mark 

not only from his days of working at Club 
Nintendo, but also as a fellow Devonshire 
lad and Torquay United supporter. While 

| was working at Paragon, the publisher 
would often send some of its smaller 
magazines out to Mark’s new publishing 
house Rapide, to produce externally. So 
Mark was often at the Paragon offices, and 
| occasionally had to deal with him directly 
via phone. | liked him immensely and we 
had always got on. 
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Dave joined Rapide to Fela with their 
expanding portfolio of magazines 


Well, while | was at E3 in Atlanta with 
THQ, | heard a familiar voice and there 
was Mark. We exchanged pleasantries 
and | think he asked if | had ever 
considered going back into the magazine 
world? | think | laughed and told him he 
couldn't afford me. Which to someone 
like Mark is the same as waving a red rag 
at a bull. We continued to drink together 
for the rest of the evening, and then 
went our merry ways. It was at ECTS in 
London a couple of months later that we 
finally had a serious conversation about 
me joining Rapide to help them out with 
their magazines, but more importantly to 
oversee the development of a PlayStation 
magazine featuring a regular cover disc, to 
go head to head with Future’s official title. 

What a challenge. What a project. They 
said it was impossible. Nobody else had 
managed to pull it off. But Rapide were 
ambitious, aggressive and determined. 

It was a perfect match. How could | say 
no? | couldn't. | didn’t. | left the cushy life 
of marketing and jumped back into the 
burning fires of magazine publishing. 


RA: That PlayStation magazine would be 
Station. What can you tell us about the 
conception and launch of Station and its 


mission to compete against the market 
leader Official PlayStation Magazine? 
DP: Station was a monster, there’s no 
doubt about that; but it was my prime 
directive upon joining Rapide. Having 
submitted many of THQ’s discs to Sony, 
| was already intimate with the format 
provider’s submission policies and 
requirements and | was on first name 
terms with all the necessary people to 
advance a project like this to the next 
stage, but the official magazine had the 
market pretty much tied up. Future had 
been extremely diligent in its dealings 
with Sony and made it very prohibitive 
for any other publisher to covermount 
PlayStation discs. After all, Sony was the 
only manufacturer of these discs from their 
plants in Austria, so there was no way of 
going around them, and the cost per disc 
was completely astronomical at the time. 
We had an absolutely massive launch 
planned, but the nature of publishing 
and the time period that lapses between 
producing your magazines, getting them 
on shelf and eventually getting paid by 
your distributor, meant that a magazine 
like Station, with hugely expensive cover 
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discs, accrued massive upfront costs, and 
really, really dangerous overheads. But 
the rewards of course are also massive. 
It’s just a very, very scary game to play. 
But Mark Smith was a man with balls of 
steel, and like me he loved the challenge. | 
think he loved the fact that everybody said 
it couldn’t be done... and then we went 
ahead and proved them wrong. 

But what a launch it was. It was to be the 
company’s flagship magazine, and would 
go on to achieve an ABC of 132,645, but 
the stress of putting together a title like 
that is unbelievable. | was meticulous and 
very demanding of my team. At one point 
a number of employees went to Mark 
Smith’s office and delivered an ‘it’s him or 
us’ ultimatum. [Laughs] Oh my goodness. 
That's how tough it was. Thankfully Mark 
stuck with me and | brought in new writers, 
rolled up my sleeves and edited the whole 
thing myself. When we finally got that 
first issue off to the printers | remember 
sitting at my desk at about 7.30am and 
not knowing where | was. For about 10 
minutes | had a complete melt down. It 
was the scariest thing ever. | had burnt 
myself out getting the magazine finished, 
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With the DVD format taking off, Dave 
decided to launch DVD Monthly 


and once | was satisfied, and it was sent 
off | just had a mini-breakdown. | was 
numb and really could not work out where 
| was or what | was supposed to be doing. 
| was so drained. But it was worth it. We 
had won. We had achieved what they said 
couldn't be done. 


RA: In 1999 you set up your own 
publishing company called Predator 
Publishing that launched DVD Monthly and 
published other titles such as Psi2 and 
Diesel Car. What were the reasons for this 
move and how did it feel to be editing non- 
videogaming magazines for a change? 
DP: | had had enough of putting my fate in 
the hands of others. | felt that the time was 
right to put my money where my mouth 
was, and run a publishing company of 

my own, from the top all the way down. 

| had a new baby and family to support 
and wanted the freedom to do it on my 
own terms. After Rapide went down | also 
decided that | had had enough of the 
games industry, and that maybe it had 


| felt that the time was 
right. to-put my money 
where my mouth was, 
and.run,a publishing 
company of my own; 
from the top all the 
way down 


had enough of me too. | wanted to do 
something new... prove myself in a new 
arena. | was a huge movie fan and DVD 
was just beginning to take off big time 
in Europe, so it seemed like the perfect 
industry to move into. Free movies! Yes 
please. 

DVD Monthly ran for over eight 
years, and over 100 issues, which is an 
achievement | am still extremely proud 
of, Keeping any magazine competitive for 
that length of time as a small independent 
publisher is pretty rare these days. | had 
to learn a whole arsenal of new tricks very 
quickly indeed. It’s astounding how quickly 
you get used to writing really big cheques. 

As for Diesel Car magazine, that was a 
blast. The magazine was really struggling 
when | took it over. | put it through a 
complete redesign and had to replace 
much of the editorial staff, but it was worth 
it. Sales figures went up, profitability rose, 
and | was flown all over Europe to test new 
cars, or simply had them driven down to 
me to ‘borrow’. Brilliant. | can understand 
why once they get into it, some journalists 
stay in that industry for life. You get spoiled 
absolutely rotten. Private Harrods Jets, 
Villas in vineyards, new Jaguars to drive 
through the Alps. The works. 


RA: Following six successful years at 
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Predator Publishing your company was 
bought out, giving you the opportunity 
to open a tattoo parlour called Revolver 
Tattoo Rooms. This is something you have 
always had an interest in, so it must have 
felt good to settle down in your home town 
doing something you feel so passionate 
about? 
DP: Yes. When | eventually sold all of my 
interests in the magazine world | decided 
that | had simply had enough. It had 
become increasingly tough to make a living 
out of print, thanks to the worldwide web, 
and | needed a break. | had fought so many 
professional battles over the past few years 
that it was beginning to take the fun out of 
something | had always loved dearly, and 
so the time had come to just step off the 
ride completely and do something that | felt 
would be good for my soul. 

| had loved tattooing and being tattooed 
since the early ‘90s, but had never had the 
opportunity to throw myself wholeheartedly 
into the art form. Now, with no more 
magazine deadlines to worry about, | began 
painting and tattooing daily again, just like 
| had before publishing had taken over my 
life, and in 2007 | returned to my home town 


Dave promoting Sonic 3 and Mega 
Power with pop group Right Said Fred | 


With no more 
magazine deadlines to 
worry about, | began 
painting and tattooing 
daily again 


of Torquay and opened my own studio — 
Revolver Tattoo Rooms. It proved to be the 
best decision | could have made and | now 
look forward to going to work every day 
with a truly wonderful group of creative and 
honest people, all of whom have the same 
passion and work ethic as me. It seems 
miles away from my TV days and business 
trips to the States. 


RA: There have been many discussions 
over the years about a possible 
GamesMaster TV show reboot. Do you think 
it would ever happen and would you like to 
be involved in it? 

DP: | have been asked a couple of times 

if | would be involved in a reboot of 
GamesMaster. The last time was by a huge 
production company, best known for running 
one of the biggest franchises on terrestrial 
TV. | can tell you with complete honesty 

that | said yes to them. | mean, why not? 

Of course it could never be the same as 

the original show, but it would be a great 
experience to see if | could help resurrect 
my baby. The games industry could certainly 
do with the TV exposure. It amazes me that 
the biggest youth phenomenon of the past 
two decades continues to go from strength to 
strength, yet no commissioning editors seem 
interested in bringing it to the TV screen. The 
advertising alone in this sector would make 
it worthwhile. Somebody is missing a big 
trick with this, and whoever has the balls and 
the vision to strike first is going to hit it big. 

It makes me more than a little sad that we 


Perry opened Revolver Tattoo Rooms 
in his home town of Torquay 


blazed a trail for everyone, only to see it go 
cold once we stepped aside. 

RA: Have you read any of the current crop of 
videogame magazines at all? 

DP: No. | don’t have much time for the 
modern games press if I’m honest. The last 
time | read a games magazine it left me 
bored and cold, the unfortunate fact is that 
the internet has killed it dead, yet no website 
will ever capture the feel and excitement 

of a well produced, personality driven, 
magazine. There is something wonderful 
about holding a well produced magazine in 
your hands. The internet for me is like the 
fast food version of what we used to do, and 
like fast food | find it momentarily satisfying 
but instantly forgettable. It always seems to 
lack heart, plain and simple. And, whereas 
only the best writers and reviewers would 
ever get to see their name in print in the few 
national magazines that sat on newsagents’ 
shelves, the games websites are now 
swamped with writers of such varying quality 
that it becomes a question of who do you 
trust? That relationship between reader and 
review team has somehow been lost, and 
now we will probably never see its like again. 


RA: Looking back at the many magazines 
you worked on, what were your favourites 
and why? 

DP: It’s a strange thing, but my favourite is 
still X*Gen. Even though it didn’t do very 
well, | just liked what we tried to achieve. | 


Dave signing autographs for fans in 
one of many stores 


think the best team | ever worked with was 
the one | put together on Games World: The 
Magazine. |t was a joy reading the text those 
guys submitted. And | will always have an 
eternal soft spot for DVD Monthly. My own 
magazine. Over 100 issues produced ina 
very tough market. That was me, showing 
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An Interview With... Dave Perry 


what | could do, even with minimal resources 
at my fingertips. 

RA: Having spent many years in 

publishing and TV what would you say 

are your fondest memories and biggest 
achievements? How would you like to be 
remembered? 

DP: Oh boy, it was a whirlwind, but when | 
look back on it all now there are so many 
different memories and achievements 

that make me smile in moments of quiet 
reflection. | am of course proud that | 

helped create the UK’s first and still greatest 
videogames TV show — GamesMaster, 

that | was the only games personality ever 

to be voted in the UK’s 50 Most Eligible 
Bachelors by an international style magazine 
— Company, or to have five pages dedicated 
to them in a National Newspaper’s colour 
supplement — The Independent. Those 
things make me smile, because they prove 
that | transcended the normal games 
industry geek boundaries. | am equally proud 
of editing the first UK console magazine to 


Forward, Forward, Punch, Kick was a feature spread on Dave that appeared 
inside the pages of an Independent supplement magazine 


fm) 


feature a playable cover disc — Mega Power, 
as | am also proud of editing and launching 
the biggest selling independent single format 
games magazine of all-time — Station. | am 
proud of getting a magazine into the Top 
100 magazine list, and | am proud of having 
five games at number one in the charts on 
different formats while working as European 
Marketing Manager at THQ. | am extremely 
proud at having set-up and run my own 
publishing company for seven years, and 

in doing that, proving that | can compete in 
three major arenas — Videogames, Cars and 
Film. | have all manner of accolades and 
awards tucked away in boxes somewhere, 
but most of all | am proud that people still 
remember me and want to talk to me about 
those days. 

How would | like to be remembered? As 
an innovator and a one-off, an original. But 
I'll probably just be remembered for falling 
off a slide on Mario 64. [Laughs] Life can be 
cruel eh? 


This is an edited version of an interview 
that first appeared at Out-of-Print Archive 


in 2012. http:/www.outofprintarchive. 
com/iarticles/interviews/out-of-print/ 
Dave Perry interview-initial.html 


It was a whirlwind, 
but when | look 
back on it all now 
there are so many 
different memories 
and achievements 
that make me smile 
in moments of quiet 
reflection 
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In this new regular series we 
look back at old favourites 
and extend their playability 
by playing them a little 
differently... 


SEM i ee a | 
2 Pritts j 


= ree 


Detroit Red Wings’ centre Steve Yzerman gets the first goal 
with a back hand one timer 


hen we were young lads, we 

had spades of time on our 

hands, so playing the same 
game time after time got rather tiresome. 
We would often try to liven things up by 
taking part in our own little tournaments, 
but one of the more bizarre things was 
trying crazy challenges. This would often 
involve playing the game other than the 
way it was intended to be played. 

One particular game we played as a 
crazy challenge was EA Sport’s NHL 
Hockey ‘94. EA Sports’ ice hockey series 
hit its stride with the excellent ‘93 edition, 
but the ‘94 edition is arguably the series 
at its peak, and while sports games tend 
to have a long life compared to more 
linear games, it was still prone to a crazy 


Challenge or two. Just like the sport itself, 
» the game allows the player to remove the 


goal tender to bring on an extra outfield 


KEY o48 


player. It’s an extremely risky tactic as it 
leaves the goal wide open for an easy 


"attack from the opposing team, but this 


does give an advantage of an extra 
attacking player. 

While two players can go head-to- 
head with both of their goals open, the 
real tough challenge is for one player to 
remove their goal tender and to survive 


af unscathed against a CPU controlled 


team, or at least a tie game. For old 
times sake, we took on this challenge 
with nail biting tension results. 

There were also some main rules 
for this NHL 94 wacky challenge: ‘Play 
Mode’ should be set at Regular Season, ! 
players can choose either home or away, 


only regular teams chosen (no cheating * 


and picking an all-star team), period 


Last man standing, Steve Chiasson, lands a crunching body 
check to prevent a Mighty Ducks attack 


Wacky Challenge... NHL Hockey 94 
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Above left: Even the worst teams in the league can not miss open goals all the time 
Above right: Will the extra player for Detroit make the difference 


Ever since NHLPA Hockey ‘93 this It is Anaheim Mighty Ducks playing ’ 
author’s goto team has been Detroit at Detroit Red Wings and we're off with It IS On ly 1 9 seconds 
Red Wings. | don’t recall the reasoning the first period. Red Wings, who are 


in and Steve Chiasson 
lands a crunching 


behind that, but it may have been due to attacking in their favourite upwards 

the Red Wings being one of the better == direction, win the first face off. It is only 
teams in the game. It also seemed a 15 seconds in and Steve Chiasson lands 
good choice when a best friend would a crunching check on the Mighty Ducks’ 
play as Chicago Blackhawks — the two Semenov (20) who goes off injured. It is 


teams are fierce rivals in the Central not long until the first goal of the game ) a 
Division of the NHL league. arrives as Sergei Fedorov lays off a Du cks Semenovawho 
Before the game begins it is time to cross,ice pass into the path of Steve ee x 
check on.all the line ups. First up is to Yzerman who slots the puck past the goes off injured 
= remove the goal tender then check the Mighty Ducks’ goal tender. 1-0. ;: | 
outfield players. Detroit’s initial line up is The Mighty Ducks’ Troy Loney (24) is broken down and the Mighty Ducks’, 
also the strongest they have on paper — f™_ slinks past the entire Red Wings’ 1 Alexei Kasatonov (7) quickly passes to _ 
| defenders Steve Chiasson (3) and Paul defence and is almost in on an open Yake (25), who skates towards an empty 


Coffey (77), and attackers Dino Ciccarelligg® goal. However, Steve Ysebaert (21) — goal from the centre. He can’t miss. He 
(22), Sergei Fedorov (91), and Steve the Red Wing’s spare player — checks doesn’t miss. It is now 1-1. 

Yzerman (19) — so there is no need for him off the puck and sends him flying. The play opens up for the Mighty 
any changes here. fi is a good save. A Red Wings’ attack Ducks and Yake has an open goal at 


JHAT TRICK 
250 ‘wake {3} 
Assist by: 

Y Kasatonow 

=9 Hebert ii 
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Ciccarelli re-directs the puck past the The puck is very slowly sliding The Mighty Ducks’ Yake scores a hat- 
Might Ducks’ goal tender towards the goal trick with his third shot on goal 
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Left: Steve Chiasson forces a goal out of nothing to get back in the game. Right: 
Frustration gets the better of Yzerman as he checks a player over the boards 


= his mercy, but he hesitates too long an 
misses his chance, getting dispossessed 


by Ciccarelli. As the action swings to the 
other side of the rink, Steve Ysebaert slides 
a pass over to an onrushing Dino Ciccarelli 
who places the puck into the bottom corner 
of the net. 2-1. 

The end of the first period approaches 
with the home side enjoying a narrow 
lead. Yake picks up the puck for the 
Mighty Ducks from just beyond their 
offence zone and with three Red Wings 
defenders in front of him just lets go with a 
long range effort. It’s on target and it is all 
even at the end of the first period: 2-2. 

The second period begins with the 


sovinrimnnnerisneinneningricrrins 


teams switching sides, meaning the Red 
Wings are attacking in their least favourite 
direction: downwards. Despite this, barely 
10 seconds in, Ysebaert plays a neat 
back handed pass towards Ciccarelli who 
directs the puck past the Mighty Ducks’ 
goal tender. 3-2. 

The Mighty Ducks advance towards the 


Red Wings’ goal, but Yzerman makesa_ 


seemingly goal saving crunching tackle. 

Unfortunately for the Red Wings, the loose 

puck has enough momentum to slide into 

the empty goal. Ladouceur was the last 

Mighty Ducks player to touch the puck so 

is credited as the scorer. 3-3. E 
The Red Wings try to hit back straight 


Ee 
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Unfortunately for 
the Red Wings, the 


loose puck has enough 


momentum to slide 
into the empty goal 


away but their attack is broken down. The 
Mighty Ducks’ Yake makes a break away 


F..run and, despite some attempted checks 


‘from the Red Wings, is able to shoot from 


a narrow angle to claim his hat-trick. 3-4. a uel 


Time ticks on in the second period 
with lots of back and forth action. After 
a scuffle, the puck is loose in the Red 
Wings’ defensive zone where it is picked 
up by the Ducks’ Kosatonov, who takes 
aim from distance and scores. 3-5. 
That’s three goals on the trot for the 
Mighty Ducks. 

Arumble in the Mighty Ducks’ defensive 
zone allows Steve Chiasson to pick up 
the puck and force his way towards goal, 
sliding it round the side of the stranded 
goal tender. The Red Wings have pulled 
one back. 4-5. 


GOAL! 
20 Wake io: 
Assist by: 
£0 Semenoy i 
p24 Loney ie: 
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Ysebaert passes back to Yzerman who shoots towards the Yake (who?) scores his fifth goal to take the score to 6-8 in 
Mighty Ducks’ goal the Mighty Ducks’ favour 


into the bottom left corner of the goal 

= 2 
Dino Ciccarelli chases a loose puck deep 

within the Mighty Ducks’ defensive zone, 

skates around two defenders, then passes 

to Sergei Fedorov who cannot miss in front 

of goal. 5-5. 

With seconds left of the period, Semenov 
breaks away for the Mighty Ducks and 
scores on open goal from close range. The 
score Is 5-6 at the end of the second period. 

The third period begins and the Mighty 
Ducks win a face off within the Red Wings 
defensive zone, and Yake tries a back 
handed shot from distance and scores. It’s 
looking bad for the Red Wings. 5-7. 

Yzerman body checks Semenov over 
the side boards, bringing a halt to a Mighty 


ee 


{HAT TRIC 
19 Wrerman if} 
Assist by: 

91 Fedorow is} 
foe Ciccarelli i; 
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Fedorov plays a one-two with Yzerman and slots the puck 


a wn: 


Ducks’ attack. With the resulting pass, 
Ysebaert passes back to Yzerman who 
shoots and scores. 6-7. 

There are just a few minutes remaining 
as Yake finds himself with an open goal at 
his mercy. Inexplicably, Yake passes to a 
team mate who is in a worse position and, 
just as the move seems to break down, the 
puck finds its way back to Yake who shoots 
from distance and scores his fifth goal of the 
match. 6-8 and three minutes to go. 

From the resulting face off, Fedorov 
heads into Mighty Ducks territory, lays a 
pass onto the advancing Yzerman, who 
returns the pass for Fedorov to slot the puck 
into the bottom left corner of the goal. 7-8. 
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Stars of the Game 


5 Terry ‘wake 
Steve Wreruwan 
Dino Ciccarelli 


Left: Steve Yzerman bags his hat-trick after a quick passing movement 
Right: Game Over and the stars of the game are announced 
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Steve Chiasson prevents a Mighty Ducks attack with a 
potentially game saving stick trip 


Fedorov plays the puck 


across the front of the 


Mighty Ducks’ goal and 
Yzerman slotsjit in to 
the net= 


The Red Wings begin another offensive 
move as Fedorov wins the puck deep 
in the Mighty Ducks’ defensive zone, 
plays it on to Ciccarelli, who shoots on 
his stride, and the puck flies into the 
right hand side of the goal. A hat-trick for 
Ciccarelli makes it 8-8. Game on. 

Play zips back and forth as Paul 
Coffey intercepts a loose puck that was 
goalwards bound. Fedorov plays the puck 
across the front of the Mighty Ducks’ goal 
and Yzerman slots it in to the net to make 
it 9-8, completing his own hat-trick. 

The last few seconds are rundown 
with both teams not making any real 
threats on goal. And that’s it, Detroit Red 
Wings have sneaked a 9-8 win against 
the odds. The crowd goes wild, breaking 
the record noise levels in the process. 
Stars of the Game are announced with 
Yake, Yzerman, and Ciccarelli the top 
three players. 


z 
n 
Ec 
= 
= 
m 

U 


= 
7 snipes at i) i. a wae 
! sthearcadestisial bit} (ofrarlost FIS PAL. 
pasttime: Retroaction'takesta [oo Ge 
~ trip\down arcade memorylanetote 
heminisce about our cl childhoods j 
arcades and the|games|that a < f 
mineytses housed a ig 
ei at ofthe = 
~ Lost Arcades 
ip mages 


———— 
\™ C ul} 0 [ Lt ane = 


——— a 


he sun was setting; leaving 
an orange tinged sky to gently 
illuminate the streets. AS we 
opened the door to the building, we 
were met with a looming cloud of smoke. 
Tentatively, we walked in and could 
vaguely make out the silhouettes of arcade 
cabinets and gamers crowding around the 
more popular arcade games. This was 
the first visit to our small. town’s arcade 
amusementwenue, which had just been 
, = opened inside a renovated taxi cab office. 
~ That fog like atmosphere was the effect 
of many teenagers smoking, which was 
commonplace in 1980s arcades as there 


Above: The classic arcade cabinet Double Dragon appeared in the Tower Fish 
Bar, our local take-away in the centre of town 
Main image: Tower Fish Bar, Lockerbie. Photo©O = =) 0) (see) 


were no strict laws on smoking back then. 
Having just started up, the arcade only 
had some of the more affordable classic 
titles such as Space Invaders, Pac-Man, 
and Pitfall. As much as we admired.these™ 
undeniable classics and.enjoyed the 
sense of community spirit in the room, we 
wanted to discover and experience the 
latest arcade game releases that only well 
established venues could offer. 


To many arcade historians and literature, 


the late 1970s to the early 1980s is 
considered the golden age of the arcade 
gaming, but to us, the golden age truly 
belonged to the late 1980s. This was a 
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all over the place, be ita sia RS, aul 
amusement, food takeaway outlet, ort 


fever r began: 

Luckily,.one-of our local tdkea 
establishments, the Tower,Fish Bar, began 
renting arcade game cabinets to line up 
along where people queued for their order. 
Situated bang in the centre of town with 
all roads seemingly heading towards the 
building, our favourite fish & chip takeaway 
was easily accessible for everyone. 

One of the earlier games of note that 
we played there was the iconic Double 
Dragon. The classic side scrolling beat 
‘em up has been considered as a reason 
for the arcade’s mini surge in popularity 
during the late 1980s and with two-player 
mayhem and superb gameplay, who can 
argue with that. Of course, as is the case 
with rentals, the arcade cabinets would 
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Sega’s classic Shinobi was never prefectly converted over | One blessing for our town was that it had an ice rink that 
to any home computer or console also rotated its own selection of arcade cabinets = = 
be replaced every month or so with a new ice rink also began bringing in some We had found our destination in the 
game. Other equally memorable games arcade gaming cabinets into its foyer. form of Norona Amusements, which was 
that cropped up during this time were __ Conveniently, this was a stone’s throw situated just off the main bus stops. As 
Shinobi, Cabal, Altered Beast (which didn’t a away from the school. Although the games __ we strolled into the dimly lit building, we 
seem to play that badly in the arcades), “seemed to be a little behind the Tower Fish, were instantly met with the distinct clatter 
Tecmo World Cup, Salamander, and ~~ Bar selection, a very memorable stint of of gambling machines in the foreground 
RoboCop. Our obsession with Shinobi Ghouls ‘n Ghosts still sticks in the memory. — with the distinct sound effects of arcade 
was so bad that we used to run into the The rock hard platformer had everyone games from the far end of the building. —_—_— 
town centre from the edge of the town failing terribly, which made our competent Here we could see the likes of the large ) 
on our school lunch break to catch a attempts seem all the more heroic. gun mounted cabinet of Operation Wolf, 
quick 15 minute play of the fantastic ninja As great as these games were, we the wheel/foot pedal combo.cabinet of 
platforming action. knew there were even bigger experiences’ ~~" Chase H.Q., the four-player cabinet of 
It was around this time that the local =, to be had out there. We wanted to see what Teenage Mutant Ninja Turtles, and much 
else was out there. We wanted to play the more. There was something exhilarating 
arcade games that the local takeaways just about playing these latest arcade games 
couldn't get in to their shop: the big four-player _—_in this atmospheric building with a group 
cabinets, the gun-mounted cabinets, and the — of friends‘and some good humoured 
sit down cabinets. So we would occasionally rivalry. We had found our arcade gaming 
jump onto the bus and travel the 12 miles from _ paradise, but it wasn’t to last. 
Lockerbie to Dumfries to get to an arcade As the 1990s came, the arcades took quite 
venue that could cater to our gaming needs. a hit from the increasingly higher technical 


a 


Thejelwas something exhilarating about playing 
these latest afcade gamesiinithis atmospheric = 


building with a group of friends and/some good = 
humoured rivalry 


The Tower Fish Bar had several great 
arcade cabinets 
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u 
couldn't provide, but by the time 32-bit where there are plenty of visitors or people 
¥. 7 generations of gaming consoles arrived, the on holiday. 
ea a ; : arcade’s days were numbered. By now, it By the turn of the century, console 
— = oy . P= wasn't the arcades that was leading the way generations progressed with yet better ia 
in gaming technology but the home consoles __ technical abilities. Arcade gaming was — — 
FEW si STRENGTH ao the PlayStation, Saturn, and N64. Gone now possible on the home PC with the | 
were the days of mass arcade conversions development of MAME and arcade games | 
Operation wolf kiék started the light to the home machines, but rather the other compilations were being released across 
qmjeg9un:shooter game clone wars way around as the arcades borrowed the many platforms. All these ways that 
| elements from the consoles’ games. we can play our games has led to the 
abilities of the home games consoles, Returning back to our old arcade gaming demise of our industry's forefather. The 
particularly the Sega Mega Drive and Super jaunts brings a startling reality jolt of how arcades gave birth to videogaming and in 
Nintendo. It was becoming less appealing to bad arcade gaming has become. The return the new videogame consoles had 
er travel to the local arcades to play a game that _local taxi office turned arcade venue has turned round and put the arcades into 
you could essentially play at home on your long been replaced by various stores, an early grave. Whether we have meant | 
home games console. Games like Strider, including a café and charity shop. The to or not, we’re all partly to blame for | 
Ghouls ‘n Ghosts, Golden Axe, and the local takeaway and ice rink no longer have this. We've ignored the arcades so much 
sm popular Street Fighter Ii were successfully arcade games cabinets, but instead, have since the mid 1990s that we may well 
ported over to the new 16-bit games consoles®™ slot machines in their place — apparently, have hammered those last nails into the 
ewes With virtually"arcade perfect results. people’s appetite for throwing their money arcade’s coffin ourselves. 
Of course, the arcades still survived, away in a fruitless attempt of winning 
mainly due to the innovative nature of the something back hasn't waned. The only This article was originally published on 
cabinets, with the likes of four player sit- place that has arcade venues these days the-Gapienal) Wepsite (ov. detuned in 


: ; a 2011. http://gamefanmag.com 
down cabinets that home consoles just tend to be the larger cities or coastal towns 
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Norona Amusements had.-four-player, sit-in, and gun- Chase H.Q. — pioneer of the ram ’em up racing genre — 
mounted cabinets (image © Google Maps" was a wheel/pedal mounted cabinets-we played at Noronas ae 
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Format: Mega Drive 


Publisher: Sega | | a 
Developer: Game Freak 
Release: 1994 (Japan) 


k at the games that have been 
ct ; en. 

hores, be it translation issues, r 

ning out of time —— 


a efore the enormously successful 
Pokemon franchise, Game Freak 
developed this little unknown 
re 


? 


action platformer for the Sega Mega Drive. a 
Chances are that you have never heard 
of Pulseman, let alone played it, as it was \ | 
only physically released in Japan during the ; 
summer of 1994. | say “physically released 
in Japan” because it was briefly available in 
North America as an exclusive on the short 
lived online Sega Channel service. It was 
also a time of transition as both developers 

- and gamers were clambering towards the 


F: een BEARS SS Sa 
i 
| —y—_== , a i next generation of consoles and the fad of 


# 


a 


Pulseman was released in that transition phase between Sega’s Mega Drive and 3D gaming, which meant that games like 
Saturn 


Pulseman were pushed to the side. 


Lost in Translation: Pulseman 
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Pulseman is full of great little cut-scenes 
which set.the atmoshpere 


The game’s plot is set in the far 

,, future when world famous scientist Doc 

= Yoshiyama has created an advanced NIPrINIC 47 TITMOC 4aNs 

: Artificial Intelligence called C-Life, from | 
which, a half-human, half-C-Life being 

: =] was born — don’t ask how — and was | 
given the name Pulseman. Being a rather 


game, quite difficult 


"a unique individual, Pulseman is able to with the first three stages available to 
traverse between reality and the virtual play in any order. Each stage contains itf lI it th 
|. world and can channel electricity through a number of puzzles, traps, mazes and dS pl ) S dWal e | 
his body and outwards as a weapon. an assortment of cyber beings that must H tj t , 
However, things don’t stay blissful for long be overcome to progress. Play can be mo re im pa len gd mer 
1 | as living in the cyber world has taken its fast and furious at times and, if you are 
toll on Doc Yoshiyama who has become new to the game, quite difficult as pitfalls can work up a burst of speed pretty fast, 
increasingly unstable. Returning back await the more impatient gamer. With which is handy as this charges up his best 
to reality, the Doc — now known as Doc Pulseman’s suit only able to withstand move, the versatile “Voltteccer”. Basically, 
Waruyama — has gathered together a three hits, gamers will have to use his this involves a buildup of electricity around 
terrifying army of cyber machines to take extensive array of moves to progress Pulseman that he can either use as a 
- _ over the world. Pulseman steps up to put successfully through the stages. form of attack or transport. Of course, 
™ anend to the cyber menace and stop his Pulseman’s basic moves include jump, | the Voltteccer move is extremely useful 
own father from completing his evil plans. run, duck and leg sweep, but additional in taking out those troublesome enemies 
Gameplay consists of platform hi-jinks super powers are also attainable... that pose a risk when fighting at close 
across various stages around the globe, Pulseman is a rather speedy little fellaand |= quarters and Pulseman is totally invincible 
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the Voltteccer move 
is extremely useful 
in taking out those 

troublesome enemies 
that,pose a risk when 


while performing this attack. But the move 
will be of most use by traversing the levels’ 
many obstacles and pipes, with Pulseman 
shooting into the air, ricocheting off the 
walls and can even breaking through into 
,impenetrable areas, which may hide secret 
» rooms. 

Pulsman can prove to be a difficult 
-game at times, so thankfully, there some 
familiar power ups that can be found 
jthroughout the varied stages, from Life 
Up, Voltec Energy, 1 UP, Spark Ball and 
Voltec Blocks. All have their benefits, but 


__ invincible to any attack so Pulseman must 4% to pick out one, but the classic eviltwin- 
arguably the best one of the lot is the use his agility to out manoeuvre them. scenario is always a sure fire winner. 


7” 


Li 


|= 


and weirder 


than the last 


BT 


|__ | |__ 
Voltec Energy power up. With this power A lot of the stages can be pretty difficult 


up, Pulseman remains fully charged for , and frustrating with some pretty intense 
the remainder of the section, meaning that } visuals, so it’s a relief to have a relatively 
he can use his Voltteccer abilities at any 


‘elaxing experience in the Mechanical 
time without having to charge it up — very ois of Stage 4 with an appropriately 
handy indeed. mellow soundtrack. Here we are 


One of the many highlights of the game j introduced to the perils of water, which 
__ is the variety of enemy that Pulseman will | shorts out Pulseman’s Voltteccer ability. 
come across, from Bat Missile. Frogman. This gives the level an added strategy 
Flying Handy Camera, Spingy to Gunfish, edge as you have to work around those 
but the most annoying, and admittedly , waterfalls and take out the enemy with 
best, enemy must be the Gelgel. These good old fashioned hand to hand combat. 


are small green translucent blobs that fly jr of puzzles and traps, this is one level 
about absorbing Pulseman’s electrical Phe you have to think your way out of " 
charge, usually when it’s needed for a rather than use brutal force. all 


ricochet up the walls manoeuvre. The real The game is chocka of inventive boss 
___ kicker, though, is that these blighters are enemies so it is always going to be hard 


Lost in Translation: Pulseman 
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Found on Stage Five, the mysterious was a crime of Sega not to release this very easy to follow with actual English 
C-Life being called Veil may look like in the West at the time. Throughout the voice over used for the cut-scenes. And 
Pulseman, albeit with a green lined whole game, from the super anime style if you really insist on playing an English 
suit and go faster wings, but he is most cut-scenes to the characters, everything language version then you can always 
certainly one of Doc Waruyama’s loyal is beautifully drawn, animated and well check out the Virtual Console version, 
minions. With all the same abilities as defined. Then there’s the contrasting or check online sources for an English 
Pulseman, Veil will provide a hard fought settings of the superbly designed cyber translation patch that gamers can use on 
battle for even the most hardcore gamer. world and reality levels brought together, a ROM file of the game. | could go on and 
Pulseman is as polished and impressive never letting boredom set in. One mixed on, but | will close things off by stating 
as any Sonic game, sporting some of blessing is the rather stupendous scrolling ™ that Pulseman is, without a doubt, one 
the best aesthetics and gameplay that backgrounds on certain cyber world levels, _ of the Sega Mega Drive’s lost gems and lJ" 
the 16-bit console has ever seen, so it which can be a strain on the eyes if you , should be experienced by all Sega and 
find yourself replaying the same level a, retrogaming fans alike. “_ 
repeatedly. 


Yes, the original version may have been ‘This article was originally published on 
the GameFan website (now defunct) in 
2011. 

r r 


» some of the best 
q i aesthetics and - 

gameplay that the FY jue 
16-bit console has = 
ever seen 


released in Japan only, but the game is 
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Pane THAT THE TERRIBLE SCREAM 
JACHINE AWAITS HIM SHOULD HE Fall, 
DBBY BATTLES ON VALIANTLY, UNT 


fa CHASM ! THERE'S NO 
Ma WAY ACROSS THAT 


PRT STRENGTH ISN'T 


EVERYTHING ; D i DUMBO - 


THAT LADD 
UP TO ANOT 
IT’S GOT 


ee Previously on Computer Warrior... 

Back in the start of Eagle’s comic strip, Bobby Patterson’s friend, Martin French, had 
discovered the code for the real-life facility in computers and could be play video games ie 
‘for real—albeit within the computer realm. After Martin lost a challenge he was confined 
eeitain the computer’s Nightmare Zone. Through an agreement with the Computer 
the, > warlord, Bobby went through a ten-game challenge to become a Computer Warrior and 
m= earn the right to free his friend. 

Since then, Bobby has taken part in challenges against other Computer Warriors, 
_ becoming an Ultimate Warrior in the process. He has fought against the dark forces 
" within the computer realm’s Nightmare Zone. And more recently, he became the 
Computer Warlord himself, allowing Eagle readers the chance to take part in the 
computer’s realm without fear of being confined in the (thought to be destroyed) 
Nightmare Zone. However, the Nightmare Zone was not truly destroyed and soon 
emerged, dragging a reader who lost a challenge into the Nightmare Zone. al 

Feeling distraught that the reader was trapped in the Nightmare Zone, Bobby invoked ™ ) } 
a right to challenge the Dark Forces in a games playing contest, offering to exchange f < 


cet 


ER LEADS 


HER L EV FL M —s ee himself for the reader if they lost. The challenge got off to a good start when Bobby's 
0 BE THE ? af team won the first two games... 
: a 7; —— i a _———S es CTP 6 Oe = 
=, A ) s Eagle edged closer to the a fate ar and got a kind of soft reboot. 
ira 7 ‘4 oa 1990s, it clearly wasn’t the comic For all the comic’s good intentions, having 


that it once was. The two most Bobby as the Warlord and Eagle readers 
popular strips since the comic’s relaunch taking part in the story’s games challenges 
4 in 1982, Dan Dare and Doomlord, limped didn’t work. The strip was always regarded 
to their respective ends on 12th August as one of the comic’s most popular, but 
1989 and 14th October 1989. While the {i that was being undone with the choices 
two strips did return, with Dan Dare getting” , taken in this new arc. It was an experiment 
a dubious reboot and Doomlord with Swthat didn’t work, and perhaps the writers 

4 disapointing re-prints of old stories, it was realised this and halted the story arc after 
ys up to Computer warrior to help carry Eagle only four game challenges. 

= » through these difficult times. With the 28th April 1990 issue, Eagle 


Computer Warrior itself suffered a was relaunched once again with a new 
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Computer Warrior 


- - WATCHING 
45p _ STARRING DAN DARE NEIGHBOURS! 


ALWAYS PROBLEMS 
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look, including full colour glossy paper. 
Computer Warrior was not only colour 
but itsypage countincreased by one. 
The game that was being covered in that 
particular time was now most prominent, 
with ‘Computer Warrior Story’ usually as 
the smaller sub-title. 

As the story returns, Bobby is awakened 
by an unknown armoured guard who 
transports him to the computer’s realm. 
Upon his appearance in the realm, 

Bobby notices that he is wearing his old 
Computer Warrior robes rather than his 
Warlord outfit. The guard’s response is that 
he has been summoned to the Council of 


~ “) Bie +s ‘ 


Warlords, which is the first Bobby — or.the 
reader — has‘heard:of this. Upon meeting 
the Council of Warlords, Bobby is told that 
he.should not have been given the title of 
Warlord as.itwas not agreed. through the 
Council. Bobby is then told thatthe role of 
Warlord and the powers that it brings will 
be removed from-him. Bobby voices-his 
concern about the-reader that failed his 
game challenge and was trapped in the 
Nightmare Zone, but the Council inform 
him that.the boy had been freed. 

Another member of the Council leans 
forward and introduces himself to Bobby 
as Baal, Warlord of.the Seventh Sector. 
Baal tells Bobby of a raging battle against 
the Dark Forces within this sector and 


Bobby.is coerced into taking part'in the first game: Black Tiger | 


how they have issued a challenge to him, 
which he cannot refuse. However, Baal 
explains that he does not have a champion 
of sufficient skill to take them on. Realsing 
that Baal is wanting him to take on the 
Dark Force, Bobby refuses and threatens 
to leave. Baal does not take.no for an 
answer and immediately transports Bobby 
to his first test: Black Tiger. 

Bobby is thrown into the role of Black 
Tiger, a mighty warrior in a fantasy world, 
and is tasked with fighting through the 
cave of demons to destroy the fabled 
samurai dragon. Bobby decides not to play 
along and sets out to deliberately lose his 
lifes, shouting out to.Warlord Baal that he 
is not playing along anymore. The plan 


Black Tiger (1989) 
US Gold / Tiertex 

CPC, Amiga, ST, ZX, Spectrum 
Arcade: 1987 (Capcom) 

Hack ‘n slash, Platform game 


“Long ago, when the world was a rey 
dark and evil place, out of a black peeiv 
and troubled sky emerged three 
fearsome dragons — creatures X 
from hell, bearers of destruction, 
flame, fire and torment. The 

world was plunged into an age of 
devastation and misery. Only one 
man had the courage, power and 
skill to challenge these servants of 
lucifer. he was known only as Black 
Tiger. Take on the role of Black 
Tiger, and, armed only with your 
trusty mace, go forth and do battle 
— the restoration of civilisation is 
in your hands alone!” 


Ny des 


Fs 
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PC, ZX Spectrum 
Arcade: 1989 (Sega) 
Run and gun 


Uiinmuil ae | 
So 


Pees rr any 
¥@@npeia 
Crack Down (1990) 


US Gold / Arc Developments 
ST, Amiga, Amstrad CPC, C64, 


“A desperate race against 

~e| time. Take on the role of brave 
freedom fighters attempting 

to destroy the fortress of evil 
Dr. K. Place time bombs, cross 
roof tops and junk yards whilst 
avoiding rivers of mud, oil and 
lava. Battle through 16 levels in 
simultaneous two player action, 
against biogentetic humanoids 
using machine guns, rocket 
launchers, super bombs and if 
all else fails, your bare hands! 
Remember, if you meet an 
enemy, there is just one rule ... 
THERE ARE NO RULES!!” 


P) ay |'VE REACHED 
EViL 2 } 


NO ...THIS AAACHINE 2 
GUM OUGHT TO DO 
MICELY ! 


ADDITIONAL WEAPON 
AKE ONE ONLY 
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Bobby takes part.in the Crack Down game, reaching level 2 and choosing an 


weapon upgrade 


backfires, though, as when he loses his 
second life, he appears.in a dungeon and 
is introduced to the Scream Machine. 

It turns out that this dungeon is the realm 
of.Charlie, the dark forces torturer, and 
Bobby has been sent here to be taught a 
lesson. Just as he is chained to the torture 
table and is about to be poked witha 
hot, branding poker, Bobby pleads out to 
Warlord Baal, andis transported back to 
the Black Tiger test. warlord Baal warns 
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Bobby to take the test’seriously or face 


being sent to the Scream Machine for good. 


Once again, Bobby sets off through the 
Cave of Demons, taking on the dripping 
blobs, dragons, ogres, skeletongs, bats, 
and finally, the Samurai Dragon. With the 
ability to fly, blow out flame shots, and 
Weild two swords, the Samurai Dragon is 
proving to be a truly formidable opponent. 
Bobby fights on, though, but just when 
he gets into a. rythm, he is thrown into the 
cavern walls by the dragon’s tail. As he 
struggles to get back to his feet, Bobby is 
lifted up by the dragon’s mouth and loses 


Computer Warrior 


Q th 


Warlord Baal makes a 
promise to Bobby that 
if he undertakes the 
ten games then he will 
not be called upon ever 
again 


his final life. 

Warlord Baal informs Bobby that this 
was merely a test to decide if his abilities 
would be good enough to take on the Dark 
Forces, and that he had passed. He is 
spared the horrors of the Scream Machine 
for now. Although Bobby’s protests in 
continuing the tests, he is told that-he 
has no choice in the matter. Warlord 
Baal makes a promise to Bobby that if he 
undertakes the ten games then he will not 
be called upon ever again. 

As Bobby gets ready to visit his aunt, his 
computer informs him that the next test is 
about to commence, and he is transported 
into the computer’s realm. Warlord Baal 
greets Bobby and tells him that the next 
test will be Crack Down. Bobby's role of 
an FBI agent is to destroy the fortress of 
the evil Dr K, who biogenetically engineers 
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Computer Warrior 
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humanoids. Through the.game, Bobby 
fights against the usual soldiers and 
unarmed combatants, but finally confronts 
Dr K, and manages to take him out with a 
detonation bomb: 

Back home, Bobby awakens from a 
nightmare about the Compuer Realm’s 
Nightmare Zone. Despite not working in 
the past, Bobby believes that destroying 
his computer will put an end to all this 
computer realm nonsense. However, as 
Bobby has experience in the past, the 
Computer Warlord has ways of keeping an 
eye on his warriors, and soon intervenes, 
sending Bobby back to the torture 


A spread of the Dynasty Wars story arc with 1 Bobby entering the:ancient land of 
China to take part.in.a war between feuding kingdoms 


chamber. Just before being tortured; 
Bobby pleads with Warlord Baal that he 
will carry on with the tests. 


The next test is with the game Dynasty 
Wars where Bobby takes,on the role of 
Kuan Yu. Bobby’s task is to save ancient 
China fron oblivion by taking down the 
Rebel Army. To help with the mission, 
Bobby has his own trusty horse and a 
spear. Bobby progresses through the 
early parts of the game with some loss of 
energy as he takes’on samurai warriors, 
but it is an archer guardian that takes 
his first life. Learning from his first-time, 
Bobby eases through the game, arriving 
at the Imperial Palace of the rebel leader, 


General Thung Ghok»Bobby takes out the 
warriors with ease,.but is caught out with 
a sudden attack by the General. Bobby 
takes a hit, but manages to deliver the final 
blow.at the General, winning the game. 
After a week long break, Warlord Baal 
summons.Bobby to take part in U.N. 
Squadron. Bobby’s mission, as a pilot of 
the U.N. Squadron, is to take out an evil 
organisation that.is responsible for wiping 
out whole cities with the deaths of many 
civilions. Progress through the game takes 
Bobby against tanks, anti-aircraft guns, 
and.waves.of.fighter jets: Mission two 
takes Bobby into the skies to track down 
and destroy an enemy stealth bomber. 


Dynasty Wars (1990) 

US Gold | Tiertex 

ZX Spectrum, C64, Amstrad 
CPC, Amiga, ST 

Arcade: 1989 (Capcom) 
Side-Scrolling beat ‘em up 


HISTORY.” 


“The Han Dynasty has been 
overthrown by rebellious 
warlords and violence is the 
only language they know. Four ( 
courageous warriors have 
united forces to challenge 
these barbaric rebels in their 
fight for supremacy. Selecta 
warrior, grab a horse, prepare 
to gallop through 8 frenetic 
levels of fast-paced action 

.. AND OPEN UP THE MOST 
BLOODSTAINED CHAPTER IN 
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U.N. Squadron (1990) 
US Gold / Tiertex 
Amiga, Amstrad CPC, ST, C64, 


SNES, ZX Spectrum 


Arcade: 1989 (Capcom) 


Scrolling shooter 


“FLYING THIS MISSION IS LIKE 
SHAKING HANDS WITH THE 
DEVIL! 

Simultaneous 2 player option. 
Choice of 3 different characters. 
Mickey Simon — F-14 Tomcat, 
Shin Kazama — F-20 Tigershark, 
Greg Gates — A-10 Thunderbolt.” 


Computer Warrior 
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Bot ed exam ~ era | dee Earth is ravaged by 


the Greenhouse Effect 
and... Bobby will 

fight against mutant 
monsters, mole- 
sharks, and King S'lug, 
ruler of the jungles 
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In the penultimate game challenge, Bobby is:taken to the Street Fighter 2 world 
where he takes on fighters, from all over the world 


Tombstone, all the while fighting off 
indians, bandits, robbers, and ambushes. 
For. the third stage, Bobby appears in 


Mission three is where the forest fortress 2184 when most of Earth is ravaged by 1929 Chicago wearing an old fashioned 
awaits. Bobby quickly battles through the Greenhouse Effect and a poisened suit and holding a Tommy Gun. He plays 
mission four, taking out a land carrier. gas fills the air. Warlord Baal gives the part of Johnny Delaney, an undercover 
A deadly bomber aircraft is waiting in Bobby a space suit (to deal with the toxic policeman who was trying to infiltrate 
mission five. The game’s final target is the atmosphere) and a rifle (to deal with the mob, but'was found.out. The mob 
sky fortress, and with his last life, Bobby the “mutant monsters”). Bobby will fight kidnapped his girl and put a bounty on 
defeats the-aircraft and wins the game. against mutant monsters, mole-sharks, his head. Bobby battles the mobsters 
Time Warrior is the next challenge and King.S'lug, ruler of the jungles. before taking out the leader, Hal«Scarnose’ 
that Bobby faces, where he has to face Stage two takes place in the old Sapone and rescuing his girl. 
combat in five different periods. of Earth wild west with Bobby taking.on the The fourth stage takes Bobby into the 
history. The challenge begins in the year role of a cowboy. His mission is to ride far past. to,fendoff prehistoric dinosaurs. 
ona stagecoach towards the town of With primitive weapons such as spears, 
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rest a Front cover and spread for the U.N. Squadron story arc where Bobby takes to the 

NEED PROTECTING! skies in his fighter jet in'an effort to;\defeat a terrorist group 
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Computer Warrior 


slingshots, and clubs, Bobby successfully 
deals with prehistoric lizards, snakes, and 
a tyrannosaurus rex, the final guardian. 

As Stage five begins, Bobby appears in 
the Pacifit Ocean within a small personal 
submarine. It is 1999 and a crazy scientist 
called Otto Krung has declared war on 
mankind and plans to wipe out the entire 
population of Earth. With his armed sub, 
Bobby takes on Krung’s scuba divers, 
submarines, attack ships with depth 
charges, minefields, and destroys the 
undersea city to win the game. 

For the next test, Bobby appears in 
the game ESWAT as Police Sergeant 


Ep) ae SX SAF | |F ’ 


Bobby takes on the role of a cybernautic policeman in ESWAT as he takes on the 
criminals in the near future 


Patterson, a police officer in the futuristic 
crime-infested town of Cyber City. Bobby 
patrols the streets, taking down snipers, 
bank robbers, and hooligans. As he 
acquires the armour protected exo- 
skeleton suit, Bobby advances against 
cyber criminals, a killer ape, and the final 
boss Doctor Unknown. 

Space Attack is next for Bobby as he 
appears on the moon in the year 2055. 
He pilots a space fighter in a war against 
the alien confederation who have been 
menacing Earth. Despite his ship coming 
close to being destroyed, and losing his 
Only life, Bobby progresses to the final 
stags and defeats the enemy flagship. 


In Mercs a former U.S. president has 
been taken hostage and it’s down to 
Bobby to rescue him. Bobby chooses to 
play as Joe Gibson, an ex-Green Beret 
and master of a wide variety of weapons. 
Bobby begins on a tropical beach and 
progresses through the stages, taking 
out the enemy. For the final stage, Bobby 
manages to disable the rebel leader’s 
private jet before it can take off with the 
former president. 

The Warlord takes Bobby into his next 
game, The Target! Taking on the role 
of a soldier, Bobby is in the midst of a 
devastating war. This is no normal test, 
though, as Bobby is playing the game 
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ESWAT (1990) 

US Gold 

Amiga, C64, ST, Amstrad, 
Spectrum, Master System 
Arcade: 1989 (Sega) 
Scrolling shooter 


“Law and order no longer exists 
in Cyber City. Only ESWAT 

the elite division of the Cyber 
police are capable of restoring 
the peace. Firstly you’rea 
stree-smart regular SWAT 

cop. Survive — impress your 
superiors and you just might 
enter the ESWAT squad. Armed 
with an exo-suit and the latest 
firepower weaponry you'll be 
guaranteed to make even the 
most hardened. punks quiver in 
terror. ESWAT — it’s your only 
chance to even the score!” 


Mercs (1991) 
US Gold | Tiertex 


Spectrum, ST, others 


Amiga, Amstrad CPC, C64, ZX 


“MERCS ALERT! 

An ex-U.S. President has been 
kidnapped while touring central 
Africa on an assignment for world 
peace! 

Your mission: 

Land in enemy territory. 

Break through tank line. 
Neutralise special attack unit 
“Scorpion”. 

Penetrate mountain pass. 
Destroy enemy HQ. 

Smash enemy HQ. 

Rescue President! 

GO GET ‘EM, MERCS!” 


Arcade: 1990 (Capcom) 
Top down run and gun 


Bobby tries escaping from Another World with help from a friendly alien 


inside someone else’s computer, meaning 
he is being targeted by a boy called Mark 
Taylor who is playing the game from his 
bedroom. Bobby barely scrapes through 
and is about to be shot at when Mark’s 
mother tells him that dinner is ready. 

Two guides for the Council of Warlords 
visit Bobby within the night and transport 
him into the computer realm. When he is 
escorted to the chamber of the Council 
of Warlords, it is explained to Bobby that 
Warlord Baal has been kidnapped by the 
Dark Forces. The Council have agreed that 
Bobby should enter. the Nightmare Zone in 


competition. 


Warrior?” 


Street Fighter Il (1992) 
US Gold 

Amiga, Atari ST, C64, ZX 
Spectrum, PC 

Arcade: 1991 (Capcom) 
Fighting 


best Street Fighters together to 
| find the undisputed champion. 

“| The time has come for you to flex 
those biceps and stand strong 
against the onslaught from the 


Have you got what it takes to 
become the ultimate World 


a bid to rescue Warlord Baal. Reluctantly, 
Bobby takes on the task and is lead into 
the Nightmare Zone where he takes on 
all manners of monsters, soldiers, and 
mutants. Bobby manages to inflitrate the 
Castle of the Dark Forces and rescues 
Warlord Baal. 

With Street Fighter 1, Warlord Baal 
gives Bobby the role of Ryu, a top karate 
expert. The mission is to defeat various 
skilled combatants from all over the world, 
including Dhalsim (a fire breathing human 
with rubber limbs from India), Chun Li 
(kung-fu expert from China), and Honda 


CER ET 


Another World (1991) 


Computer Warrior 


For the final test, 
Warlord Baal 
transports Bobby toa 
different dimension to 
take part in Another 
World 


(sumo wrestler from Japan). Bobby 
manages to defeat all comers and become 
champion street fighter. 

For the final test, Warlord Baal transports 
Bobby to a different dimension to take part 
in Another World. A weapon-less Bobby has 
to deal with killer blobs, falling boulders, 
and a four-legged dog monster. However, 
Bobby is quickly imprisoned, but teams up 
with a friendly alien and escapes the alien 
base. 

Upon completion of the final game, 
Bobby is transported back home where 
Warlord Baal thanks him for his efforts in 
defeating the Dark Forces and awards him 
the rank of Supreme Computer Warrior. 
Warlord Baal bids farewell for the final time, 
and Bobby is left to dwell on his mixed 
feelings about his adventures coming to an 
end, but being free from the nightmare. 


never in his wildest dreams 
imagined that it could happen.... 
but it did. While experimenting 
with sub-atomic particles, 

his laboratory was struck by 
lightning — teleporting him into 
another dimension. A strange 
world nothing like earth, 

where he must call upon all of 
his intelligence, training and 
resources to survive.” 


US Gold / Delphine Software 


Amiga, Atari ST (and other 


ports) 


Cinematic platformer, action- 


adventure 
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No. 2 King Street 
From 1984 to 1989 the three upper floors 


were the premises of Newsfield Ltd, publishers 
of Britain’s two most influential video games Me 
'© magazines of the era:Crash and Zzap!64 for o 
the ZX Spectrum and Commodore 64 home 
Alongside professional 


computers respectively. 
journalists, both periodicals 


employed 
pupils from Ludlow C of E School, whose 


many 


youthful opinions became the buying. 
guide for a generation of youth. 


Roger Kean (the Publisher / Managing Director behind 
the classic gaming publications Crash, Zzap!64, and 
many others) kindly took some time out of his busy 
schedule to talk about the rise and fall of Newsfield 
Publications, and the legacy it left behind 


Retroaction: How did Newsfield 
Publications start up? 
Roger Kean: Oliver Frey and | moved 
from London to Ludlow in October 1982, 
having had friends in the town since 1976 
and had been regular visitors. | was still 
working in London on a one-week-on, 
one-week-off basis; Oliver was doing 
illustrations for Oxford University Press 
and IPC Magazines. Oliver’s younger 
brother Franco came up on several 
occasions, first bringing with him a Sinclair 
ZX-81, which we played about with. 
Shortly after, he turned up with a 16K 
Spectrum, which began to look like a 
serious bit of kit! At the time, shops didn’t 
sell Spectrum games cassettes and since 
he had been asked to source games for 
the Spectrum in Germany, he was aware 
of the growing market. We decided to 


An Interview With... 


set up a mail order operation — Crash 
Micro Games Action — which launched 
in about April 1983. We produced several 
black and white, instant-printed catalogues 
to mail out, utilising Oliver’s talents as 

an illustrator to enliven the pages and 
help bring the games — just blobs ona 
screen, really — to life. Ads were placed 
in Computer & Video Games, Personal 
Computer Games, and others, and sales 
went reasonably well. At the same time, 
local Ludlow school kids got wind of it 
and began calling at the front door to 


buy direct. And so our first pool of “target 
market” reviewers was born. 

Sometime in June | was contacted by 
the MD of Wells, Gardner & Darton, a 
magazine distributor, who told me he had 
shown one of the catalogues to the buyer 
for WH Smith, who reckoned that if it were 
made into a real monthly magazine, WH 
Smith would sell it. And so we set up a 
proper company to publish. The off-the- 
shelf company name was Newsfield Ltd, 
and we never changed it. We planned the 
first issue for Christmas 1983, but various 


delays meant the first issue came out in 
January ‘84. Our first plan was to keep 
the price very low, about 35p, and print 
on newsprint, with only a colour cover, 
but Smiths weren’t happy with such a low 
cover price and insisted on a minimum 
of 75p. But that meant they wanted 
more colour pages inside to support the 
higher price, and that’s what happened. 
Unfortunately, it put up our production 
costs, since scanning colour back in the 
early 1980s was not a cheap option. 

The first three issues were typed out on 
a single Smith Corona electric typewriter 
(whose auto carriage return had broken, 
so it had to be manually returned to the 
left. The typescript, marked up in ink for 
italics, bold, font size and type, et cetera, 
was posted to a London typesetters, who 
returned the galleys for manual layout a 
week later. There was no time to reset for 
any spelling errors... 

Our system was to farm new games 
out to our reviewer pool of schoolboys, 
who filled in a standard form and gave a 
review and rating. Three of these were 
used in combination — CRASH's unique 
contribution to reviewing. The game 
screens were photographed directly off 
the monitor, the film processed in-house 
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OVER 400 
GAMES 
REVIEWED 


JOYSTICKS 
POON OR A PAW 


The landmark first issue of Crash 
with its distinctive Oli Frey artwork 


and printed, the photographs then walked 
down to the local instant-printer who 

had a process camera for making the 

dot half-tones required for printing and 
these were cow-gummed onto the pre- 
printed layout sheets along with the cut up 
typeset galleys. When finished, the pack 
of layout sheets was sent to a repro house 
in London and shot to film for the printers 
to make plates. Between November 1983 
and May 1984, Newsfield’s employees 
were myself, Oliver, Franco, Matthew 


Crash editorial, late 1984. Left to right: David Western (production designer), Roger Kean 
(editor), Oliver Frey (art), Matthew Uffindell (staff writer), Kevin Foster (assistant editor) 


Q th 


Crash — and the others 
— were supposed to 
promote the thrill of 
games playing, so they 
had to have exciting 
covers 


Uffindell and Denise Roberts, who helped 
with the mail order. Another friend, 

David Western, joined us in April to help 
with the increasing tasks of layout. We 
stopped sending typescripts to London for 
typesetting when we went electronic with 
Apricot computers in June 1984, and could 
use our local instant-printer to output the 
galleys through his C-Tronic typesetting 
machine, interfaced (would you believe it) 
through an Amstrad computer. 


RA: Crash is an unusual name for a 
computer magazine — certainly at the 
time — so where did that come from? 
RK: Oliver and | were always keen on 
short, sharp titles, and !|— as a JG 
Ballard fan — had always liked the title 
of his Crash novel. Franco was only the 
first to point out that it was not a favoured 
terms in the computer world, but that 
clinched it. 


RA: Crash, and indeed, all of Newsfield’s 
magazines, had great, distinctive cover 
art, often featuring action packed 
illustrations — a real contrast to what the 
other magazines were like. Was this the 
plan from the beginning? 

RK: Absolutely. Again, it was Oliver’s 
talent that made that possible. We wanted 
to get away from the all-techie look of the 
contemporary magazines. Crash — and 
the others — were supposed to promote 
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the thrill of games playing, so they had to 
have exciting covers. Also, we wanted to 
stand out on the crowded news shelves. 
You'll note that the early covers usually 
had a face staring out at the prospective 
buyer — not a usual thing in those days. 


RA: There were some fairly controversial 
covers, with Crash’s Dun Darach and 
Barbarian covers springing to mind. 

RK: We pushed the envelope on several 
occasions. Dun Darach raised a few 
eyebrows among the staff, but by that 
time the Zzap crew had relocated to 
Ludlow, and they were a wicked bunch 
who egged Oliver on. Do you recall the 
Valentine’s Day poster in 7zap? That 
was a typical Frey reaction to being 
asked for something “different” to the 
usual Valentine soppiness. Barbarian 
did get us into trouble with WH Smith, 
who threatened to remove the issue 
after receiving numerous parental 
complaints, but it sold well, and in the 
end all we got was a “Don't do it again” 
letter. 


‘ON 
SPILLS THEM 


Crash issue 41 cover featuring the 
controversial Barbarian illustration 


RA: Crash was never shy from taking 
friendly digs at other magazines with 
the likes of “The ONE BIG Spectrum 
Software MAG” (a cover headline dig at 
Big K magazine), “Is Your Spectrum fit 
for the Scrapheap?” (a cover headline 
dig at Your Spectrum) and “Unclear 
user” (a spoof article on Sinclair User). 
How did the magazines in question 
respond to these digs and did some 
even notice at all? 

RK: When we were launching Crash, 
the people at Dennis Publishing told us 
we were too late, their Your Spectrum 
was in the pipeline, so that sparked a 
rivalry that was usually friendly. Less so 
with Commodore User, whose owner 
once referred to Zzap as a “fluffy lollypop 
magazine”. We responded with the 
issue 15 Leaderboard cover, the girl 
with her lollypop and all the gawking 
boys watching her, not the golf. The one 
that got Newsfield into trouble was, of 
course, the Unclear user spoof. Owners 
EMAP served us with an injunction to 
prevent publication, which they won, 

but only after an estimated 60% of the 
print run had already sold. The rest had 
to be withdrawn and the four pages cut 
out before going back into distribution. 
EMAP won the injunction, but not on the 
grounds of defamation, but — to their 


Barbarian did get us 
into trouble with WH 
Smith, who threatened 
to remove the issue 
after receiving 
numerous parental 
complaints 
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Controversial Crash issue 18 cover 
with Dun Durach 


lawyer’s horror — on the grounds of 
copyright infringement. This gave them 

a headache to pursue and so it was 
some eight months later that we came 

to an out of court settlement which cost 
Newsfield £60,000. But by then, Crash 
had soared to new sales heights asa 
result of what many readers thought was 
a justified attack on Sinclair User. Our 
problem with the other mags was that, all 
London based at that time, they regarded 
Newsfield as — | quote one — “Rural 
pirates”. We felt bound to attack! 


RA: Did software distributors really feel 
that if a game got a poor rating in Crash 

or Zzap!64 it wouldn't be considered for 
distribution? 

RK: I’m not sure they felt they wouldn't find 
distribution, although we were retained 

by WH Smith to advise on forthcoming 
games from which they made stocking 
decisions. It’s certainly the case that by 
mid-1985 even the most powerful software 
houses were nervous of a bad review, or 
even a medium-good one. Franco, as the 
commercial side of things, had frequent 
run-ins with fuming MDs over a bad review, 


but as he always pointed out, our reviewers 
were not professionals, but the real thing, 
the market; worse, they were mostly kids 
with no commercial sense but a good eye 
for a good game. If a game was poor, they 
wouldn't consider the effect their words 
might have on the success of a software 
company. As management, we couldn't 
alter what they thought and said, and 
wouldn't anyway. Several times, the threat 
of withdrawing advertising was used, but it 
never amounted to much. If they weren't in 
Crash or Zzap, they weren't in the games 
business. 


RA: Following Crash‘s success, Newsfield 
was able to move into the legendary offices 
in King Street. What memories do you 
have of your time working in those offices? 
RK: Mostly good, some bad. Like any 
expanding company, we had our ups 

and downs with staff. Certainly in the 

early years it was hardly like being ina 
working office at all. In addition to the 
permanent staff, the place was overflowing 
with school kids after 4pm and at the 
weekends and during school holidays. 

The biggest headache was supplying 


Matthew Uffindell playing a game and dictating the review to Roger Kean — 
Crash games reviewing technique in action 


An Interview With... Roger Kean 


enough computers for them to play on 
and then trying to enforce some discipline. 
The grand staircase of three floors was a 
marvellous place for rubber-band fights, 
which raged for months, but somehow the 
work got done. 

A sense of demarkation was inevitable as 
the company grew, between the various 
editorial departments, the art department, 
production department, advertising, and 
administration. This was exacerbated by 
the fact that by 1987 we were in three 
different buildings: King Street (editorial, 
art, production), Broad Street (Advertising) 
and Gravel Hill (Administration and Mail 
Order). In the main, the atmosphere was 
one of light-heartedness combined with 
very long hours, especially for editorial 
and art, and King Street was a hotbed of 
creativity — and pranks. | can remember 
coming in one afternoon after lunch to 

sit at my desk to make some phone calls 
to discover | no longer had a phone. 
Eventually, by tracing the cable, | found 

it suspended outside the first-floor sash 
window, hovering over the heads of 
Victoria Wine customers below. It was one 
of those 9-station switchable things that 
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weighed half a ton. No one ever owned up. 


RA: Zzap!64 was launched to universal 
acclaim in May 1985. How did you feel 
about Newsfield’s new Commodore 64 
magazine and what happened to the 
Crash, Bang... name idea? Sprite & Sound 
was also mentioned at one point? 

RK: We'd had our eye on the C64 market 
the minute we saw that Crash was going to 
survive and do well. We put out feelers to 
find a suitable editor and Chris Anderson, 
then editor of VNU’s flashy Personal 
Computer Games magazine, rang me 
saying he wanted to work on a single- 
format magazine. We met and began 

the relationship that launched Zzap!/64. 

Of course, we intended to follow Crash 
with “Bang” for a C64 title and “Wallop” 

for an Amstrad one, but that went out the 
window, with Chris hating it. Well, it really 
was a joke... Sprite & Sound was a serious 
contender, but in the end we thought it 
didn’t have enough of a “thump” to it for the 
C64, and Chris did like the notion Oliver 
and | came up with in ZZZZAPP! Chris 
brought enormous vigour to the whole 
thing and was set up almost as a one-man 
band to find his editorial staff and offices in 
Yeovil, where he lived. In general, everyone 
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at King Street was excited to be launching 
a new title, and the sense of impending 
format rivalry was a huge boost. Although 
Zzap was to be handled at a remove, 

the layout and artwork was to be done 

in Ludlow, which meant hiring more art 
staff and production staff to cope with the 
increased workload. 


RA: There was a change in editorial 
staff very early in Zzap!‘s run, with Chris 
Anderson and Bob Wade both leaving, 
resulting in you having to step in and edit 
the magazine yourself. What happened? 
RK: We tried to make the distance thing 
work, but it did cause problems and we 
became aware that the three staff writers, 
Gary Penn, Julian Rignall, and Bob Wade, 
were not entirely happy with the way — 
as they perceived it — Chris was running 
things. They thought he was too dictatorial 
and that they didn’t have the freedom the 
Crash reviewers seemed to enjoy. In the 
end, we decided that the operation had to 
move to Ludlow, which Chris did not want. 
It was the first major, sad decisions, but we 
removed Chris and transferred everything to 
Ludlow. 

Bob Wade opted to remain with Chris, who 


The atmosphere 

was one of light- 
heartedness combined 
with very long hours, 
and King Street was a 
hotbed of creativity 
— and pranks 


famously founded Future Publishing shortly 
after. 


RA: In November 1985, Newsfield 
expanded to three publications with 

the launch issue of Amtix!, a magazine 
dedicated to the Amstrad range of 
computers. As with Crash and Zzap!, a very 
unique name was chosen. 

RK: Finding a good title for our Amstrad 
launch was a difficult task. Almost a 
hundred options were tried out — proving 
that committees are no good at that kind of 
thing. In the end, the editor-to-be, Jeremy 
Spencer, used his Amstrad and an anagram 
program and of all the stuff it spilled out, 
Amtix stood out as the best. Oliver insisted 
on adding the exclamation mark. We liked 
Amtix because it suggested Antics. 


RA: Unfortunately, Amtix! ended with its 
final issue in April 1987 and was sold to 
Database Publications and merged with 
their Computing With the Amstrad CPC 
magazine. 

RK: In spite of some heroic efforts, 
especially by Richard Eddy, Amtix! never 
really succeeded, either on sales or with 
advertising revenues. As we were beginning 
to look towards a multi-format magazine in 
the near future and even non-computing 
titles, the drain on financial resources didn’t 


justify keeping it alive, and obviously a sale 
was a better option than just shutting it 
down. It was considered a better option to 
free up its staff for something else. 


RA: That multi-format magazine being The 
Games Machine, which was launched with 
a cover date of October 1987. What were 
the reasons for launching such a magazine, 
considering that Newsfield seemed to excel 
at dedicated format magazines? 

RK: You're quite right, we were better at 
single-format, but at the time it looked as 
though Newsfield would lose market share it 
we didn’t expand our coverage to take into 
account the new machines coming out. It 
was also, to some extent, a decision driven 
by Newsfield’s expanded advertising sales 
team. They felt that they hadn’t enough to 
go at with only the two titles (Amtix! having 
gone). We gave The Games Machine 
everything, placing Graeme Kidd and Gary 
Penn in charge as experienced hands, but 
as it happened, it didn’t work out. 


RA: What did happen, as the two 
co-editors, Graeme Kidd and Gary Penn, 
seemed to disappear? 


Amtix! issue 1 cover 


RK: Gary had already left Newsfield some 
months before — with Julian Rignall 
taking over editorship of Zzap! — but we 
persuaded him back with The Games 
Machine. There was a lot of tension 
between the established titles and the 
new one, especially with two high-flyers in 
charge and tempers were lost all around, 
particularly between the photographic 
department and the editors, and, frankly, 
no one was impressed with the first issue, 
so it was Graeme and Gary out, which led 
to a lot of faction fighting afterwards and a 
couple of resignations. 


RA: Zzap!64 also went through a big 
change in editorial when three members 
of the staff (editor Gordon Houghton, staff 
writers Kati Hamza and Matthew ‘Maff’ 
Evans) left during issue 50. Can you reveal 
what happened here? 

RK: The famous “Night of the Long 
Knives”. To be honest, | can no longer 
recall what led to that incident, other than 
arguments about costs versus revenues 
and a background swell from certain 
sectors that the Zzap team weren't 
performing well or conforming. | certainly 
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can’t absolve myself from being a part of 
the decision that led to Gordon, Kati, and 
Maff being removed, but after all this time 
| also can’t see why it was necessary. 
Certainly, Gordon was a fine editor, and all 
three were hard workers with a sense of 
the absurd that perfectly fitted the serious- 
but-madcap tone Zzap had adopted from 
the outset. 


RA: The Games Machine re-launched in 
1990 as Raze, a new magazine that would 
focus on the rising console boom and 16-bit 
computers. What were the reasons for the 
re-launch and outsourcing the editorial work 
to Words Works Limited (which was headed 
by former-Future Publishing editor Richard 
Monteiro)? 

RK: The relaunch was necessary because 
The Games Machine hadn't performed very 
well after its rocky start. Newsfield was also 
short of experienced editors, hence Richard 
Monteiro, with whom we had had plenty of 
prior contact. In fact, although contracted 
out, Richard spent a great deal of his time at 
Newsfield’s new Case Mill premises for the 
finishing, artwork and production process 
(all electronic by then). 


Zzap! editorial team late 1985 (Julian Rignall [reviewer]! Gary Liddon [reviewer], 
Gary Penn [Ass. Editor], and Roger Kean [Editor] being dictatorial 


The Games Machines issue 1 


RA: As a reader of Zzap!64 in 1991, it was 
saddening to see the legendary magazine 
disappear from the newsagent shelves. It 
soon became apparent what happened, due 
to rival magazines running news headlines 
like “Crash goes Zzap” — relating to 
Newsfield going into liquidation — but what 
are your recollections of the events? 

RK: It was a very hard time. It had been 
clear for months that Newsfield was 
suffering, but to be frank, the company’s 
financial operations had never kept pace 
with the magazine production side in terms 
of new technology. Too much management 
information was “back of envelope” stuff 

— one reason for appointing Jonathan 
Rignall (Julian Rignall’s younger brother) as 
managing director. He quickly rendered all 
the paperwork systems to a series of Excel 
files and the spreadsheet he produced told 
the story. Unless there was a rapid reversal 
of fortunes, Newsfield could not live in safe 
solvency beyond March 1992. | made some 
attempts to persuade Future Publishing 

to at least buy Zzap off us to keep it alive 
and hopefully raise some liquidity to make 
another launch (Sega Force and Nintendo 
Force), but the negotiations never really 
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took off. And so the directors reluctantly took 
advice and agreed to a voluntary liquidation, 
which was set for September 1991. 

The horrible part — as anyone who’s 
been through this kind of thing will know — 
is keeping the outcome a secret from your 
staff, for all kinds of legal reasons. So the 
morning that all the staff were gathered 
together to hear the insolvency practitioner 
announce the end of the company was 
simply dreadful. After all, there were as 
many as 20 people we had worked with 
for years, let alone the other, more recent 
additions, who had proved so valuable. Of 
course everyone, especially those who had 
been with us since the start, felt betrayed 
that they hadn’t even had a warning, but 
there was nothing we could do about it. 
Some took the news calmly, others broke 
down completely. It wasn’t the end of a 
company, it was the end of a lifestyle. 
Talking about it still brings me to the edge of 
tears, 25 years after the event. 

RA: It wasn’t quite the end of Crash and 
Zzap!64, though, was it? 

RK: When Newsfield went into liquidation 
(September 1991), Julian Rignall’s younger 
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Unclear User: one of many return digs 
at rival magazines 
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Raze i issue 1, also known as The 
Games; Machine mk2 


brother Jonathan — lad with a financial 


head on his shoulders — had been recently 
made managing director. He made contact 
with the Europress Group and, together 
with myself and Oliver Frey, proposed 

a purchase of Newsfield’s assets and 

a saving of some 19 of the staff in new 
jobs, and so Impact Magazines Ltd was 
born, resurrected in Newsfield’s previous 
premises at the Case Mill. 


RA: The previously planned Sega Force and 
Nintendo Force could now be launched. How 
did you feel these magazines turned out? 
RK: A confusing period! | thought Sega 
Force was a good magazine, but of course 
there was the complication of two distinct 
Sega machines, and | think we wanted 

to go back to single-format coverage and 
certainly concentrate on the Mega Drive 
properly. Nintendo Force did launch, but as 
N-Force. Old story, Nintendo threatened all 
sorts of lawsuits if their name appeared in a 
magazine title. N-Force lost impact as soon 
as the Super Nintendo came out. Things 
were happening very rapidly at that period. 


RA: Amiga Force launched in the Autumn 


Unless there was 

a fapid reversal of 
fortunes, Newsfield 
could not live in safe 
solvency beyond March 
1992 


of 1992. Was this basically a Zzap!64 
magazine for the Amiga? 

RK: Yes, it was. | refer to my earlier remark 
about the viability of the Amiga market; 
Amiga Force never looked like a success, 
but at that point we were probably grasping 
at straws. 


RA: Crash started off the whole Newsfield 
company, so it seemed a strange decision 
to sell the magazine to rivals EMAP, which 
resulted in the title merging with their own 
Sinclair User magazine. 

RK: The sale of Crash to EMAP was entirely 
taken by the Europress Group. In fact, it 
wasn’t even a sale, Europress swapped 
Crash for a defunct EMAP title they wanted 
to incorporate into one of their magazines. 
It was a travesty which left everyone in 
Ludlow speechless. Okay, Crash’s best 
days were long behind it, but to swap it for 
something else... You might begin to see 
where those differences of opinion between 
Impact and Europress began. 


RA: The Zzap!64 name also disappeared 
when it was re-launched as Commodore 
Force during the end of 1992. Why was it 
felt necessary to re-name the magazine, 
and so close to its centenary issue, too? 
RK: Again, a Europress management 
decision. Their merchandising people (who 
go round the newsagents checking on how 
the distributor is doing in selling in) insisted 


that Impact’s output should conform and 

all use the brand “FORCE” in the titles, so 
Zzap’s days were numbered in its original 
form. Commodore Force has frequently 
been vilified by ex-Zzap readers, no doubt 
with good reason, but it’s a shame for the 
young team that struggled daily to make 
CF a worthy successor, bearing in mind the 
almost moribund state of the C64 by then. 


RA: Surely one of Newsfield’s biggest 
mysteries was a few of the staff member 
who appeared in many of the magazines. 
Just who were Lloyd Mangram (editor of the 
letters pages) and Paul Sumner (reviewer 
on Zzap!64)? 

RK: Lloyd Mangram was Newsfield’s best 
kept secret for years, even though it must 
have been obvious to long-term readers 
that he wasn't real. At the start of Newsfield, 
we were aware that magazines need a nice 
long masthead with plenty of names all busy 
doing different things, but there was only me 


writing the stuff (including some reviews), 
Franco doing techie stuff and the lovely 
Derek Brewster for Adventures, so | tackled 
the letters pages as Lloyd. Incredibly, one 
bright young spark wrote in once to say 
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that he was really the famous American 
golfer Lloyd Mangrum — and he was right! 
As a former film editor, | had worked on 
many golf films for the BBC and Trans 
World International, and the ageing Lloyd 
Mangrum was a hero when, in a British 
Open, he scored a hole in one on a par-3 
hole. | just switched the “u” for an “a”. 
When | moved to Zzap as editor in mid-’85, 
| took Lloyd with me, but it was too much to 
do it for both magazines, so after a couple 
of issues, Crash editor Graeme Kidd had a 
go at copying the style, and from then on it 
became a tradition for each editor in turn. 
As aresult, Lloyd did change character a bit 
here and there, but mostly everyone did a 
good job. 

Paul Sumner was really Dominic Handy, 
another Ludlow school kid reviewer who 
graduated into a staff member. When Zzap 
needed an extra reviewing hand, Dominic 
was sent for, but Gary Penn wouldn't let him 
use his real name because he was known as 
a Crash reviewer. 


RA: Why did Europress Impact — which 
was renamed Impact Magazines — close at 
the beginning of 1994? 


we 


The Crash team at a Tradefair, early 1985, London Olympia — Robin Candy 
(contributing writer), Graeme Kidd, (assistant editor), Roger Kean 
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RK: Europress were enthusiastic about 
picking up the Newsfield assets and some 
of the staff at the start, but | guess their 
management team began to think it was a 
drain on their finances that wasn’t worth the 
return. In theory, the three of us were the 
company’s controllers as directors, but in 
fact Europress never filed the papers and 
relations between Impact and its parent 
were never very good, and grew worse 
over the next two years. For our part, we 
found they had some weird “Californian” 
ideas about management, and that’s one 
reason why things grew worse and worse. 
After a difference of opinion, Jonathan 
was forced to resign, and not long after, 
Oliver and | had a serious difference of 
opinion with Europress and both resigned 
on 4th March 1994, after which Europress 
liquidated Impact. 


RA: What did you do after leaving Impact 
Magazines? 

RK: After leaving Impact Magazines Ltd in 
1994, | co-founded Archetype Ltd with 14 
of the Impact staff. We produced books on 
games hints and cheats for Carlton Books, 
but also CD-shaped books on pop and rock 
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Newsfield’s best kept 
secret for years 


music for them. These had actually started 
at Impact, and was one of the sore points 
with the Europress Group, which felt they 
were diluting the company’s focus. In 1995, 
Archetype was bought by the California- 
based Prima Communications Group 

and renamed Prima Creative Media Ltd, 
continuing to do what Archetype had done, 
but also producing a higher volume of 
computer games books for the American 
market. By 1998 we had started a 

division named Prima editions, to produce 
large historical reference books for the 
international market. When Prima went into 
a sharp decline after unwise investments 

in the “dotcom” bubble and threatened 
closure of its British and German arms, 
those of us involved with the Editions 

side — myself, Oliver and Franco Frey, 
rights manager Ruth Cunney and project 
editors Warren Lapworth (ex-Zzap staff 
writer) and Lucian Randall, and production 
director Matthew Uffindell (Newsfield’s first 
employee in 1984) — made a management 
buy-out of the assets and set up in January 
2000 as Thalamus Publishing, re-using 
Oliver’s logo for long-defunct Thalamus 
Games. 

We shut down Thalamus in September 
2009, having published over 50 books in 17 
languages and representing 1.5—1.8 million 
printed copies. The terrible state of the 
international reference market enforced the 
closure. | now work from home as Reckless 
Books doing a variety of things, including 
running the website www.oliverfreyart.com 
and publishing ePub novels online at www. 
smashwords.com. | also continue handling 
the design and printing of books for British 
School of Motoring, which | have done since 
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ALL THE BEST 
AMIGA CAR 
RACING GAMES 
REVIEWED! 
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Amiga Force was planned as the 
Zzap! magazine for Amiga users 


the Archetype days. 

RA: What’s your opinion on the current 
video games magazine industry? 

RK: It continues to do a valuable job; but 
with the plethora of games, platforms, 
online and so on, a much harder task than 
we had. But | have to add that | don’t read 
the magazines very much these days. One 
thing | have noted is that in the 1980s and 
early 1990s, Ludlow’s newsagents devoted 
swathes of shelf space to computer-related 
magazines — they don’t today, and | see 
this reflected in much bigger centres too. | 
assume this means that fewer people feel 
the need to read about the games, or at 
least not in print form. 


RA: You must have many interesting stories 
having worked on the various magazines. 
RK: Perhaps the untold story of Newsfield 
is that of production, the guys who slaved 
away non-stop to get the magazines 

to press. Newsfield was nothing if not 
innovative. | think | mentioned the 
typesetting business in the earliest days, 
but what was remarkable for a publishing 
organisation of the mid-80s was the extent 
to which all our editorial employees had to 
learn how to “pre-typeset”. 

Between 1984—1987, we used Apricot 


computers running MS-DOS and Word, 
but we had a huge list of what were 

called Cora Codes, strings that had to be 
incorporated in the finished text, which 

told the typesetting machine everything 
about how to set the galley text for layout: 
font type, font size, leading, column width, 
justification, bold-roman-italic, etc, etc. 
What seemed to any new writer/editor soon 
became second nature. In this, we were 
leading the way (one reason why Chris 
Anderson was so interested in joining). 
However, the costs of having scanning, 
shooting paper layout to film and film 
planning itself (the process of merging 
pictures, text and tints and shooting all the 
ingredients back to four pieces of film for 
the CMYK printing) done in London was 
crippling. Before 1984 was out, we had 
purchased a huge process camera to shoot 
our own film and make mono halftones 
from photographs. The next step was to 
buy massive light tables and begin the film 
planning process ourselves in Ludlow. By 
late 1985 5-6 staff were employed entirely 
on this mammoth task, and with three titles 
running to more than 400 pages a month, 
they got very little time off. 

In 1986 | had discussions with Alan Maton, 
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| Sinclair User’assimilates Crash 


boss of the games publisher Software 
Projects (Manic Miner, Jet Set Willy, 

and others) about the possibilities of the 
Apple Macintosh as a complete publishing 
solution. Alan was a Mac-mad early 
adopter, but black and white and limited 
fonts, not to mention the lower quality of 
text printed on a laser printer didn’t cut 

it. A year later Apple released the Mac 

I], with colour and font handling that was 
incomparable with anything. In July 1987 
Newsfield purchased its first Mac, with a 
21” monitor and a Truvel overhead scanner. 
Employing the massive 8Mb maximum 
addressable RAM and a whopping 100Mb 
hard drive, we began experimenting with 
going all electronic. In fact, The Games 
Machine, in planning stage, was targeted 
to be the first magazine to be worked on 
entirely on the Mac. 

At that stage we still had to resort to hand 
planning the layouts in traditional manner 
and planning in the colour work. But by 1989 
and the move to Case Mill, all the art people 
worked on Macs and a recently purchased 
imagesetter was employed to output the final 
print film. I’m not sure which was the first of 
the magazines to go 100% electronic, but 
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Commodore Force’s last issue 
before Impact Magzines closed 


An Interview. With... Roger Kean 


Newsfield certainly was the first publisher 

in the world to do so, beating Gollner 
Publishing and Future by perhaps as little 
as a few weeks. (America was just SO far 
behind this kind of thing in spite of being the 
country of the Mac.) 

In another first (I think), Newsfield was the 
first British publisher to use a primitive form 
of email. The occasion was an interview 
by the Zzap team with the programmers of 
LucasArts in California. With the telephone 
plugged into a massive rubber modem 
connected to Gary Penn’s C64 — and 
obviously something similar at the other 
end — the interview was conducted entirely 
through the computer using CompuServe as 
a form of “Chat Room”. It started late in the 
afternoon and went on well into the night. 

An indication of how everyone in King 
Street felt a part of the whole — though 
it was never the most popular event of 
the month — was the regular delivery of 
subscription copies, which we posted out 
from King Street until in the later years, 
these went to the Gravel Hill department. 
Once a month for each title, a giant 40-ton 
lorry pulled up outside 2 King Street, 
completely blocking the road (to the fury of 
the sole traffic warden who loathed us). The 
staff were alerted and a chain-gang formed 
from out in the street, through the door, up 
the stairs to the second floor, and 12-copy 
bundles passed from hand to hand until the 
delivery was complete. We ran competitions 
against ourselves to see if we could beat last 
month’s speed record, which at least helped 
keep the traffic warden alive, if apoplectic. 

| could probably go on for hours with 
anecdotes as they come to mind... 


RA: How do you feel about Crash and 
Zzap!64 still being fondly remembered by 
many people across the globe? 

RK: Pleased, obviously. We worked hard 
to create something new, fresh, different, 
irreverent yet serious, light-hearted but 
totally committed to the games and 
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| Zzap!64 issue 107 commerative issue 


everything about them. | think that in the 
main, Newsfield became a tremendous 
training ground for many people who have 
remained in journalism and publishing 
since. Above all, we offered many of the 
local Ludlow school kids of the time an 
outlet, an education and ultimately jobs. But 
if Crash and Zzap are fondly remembered, 
it's because of the uncompromising 

attitude towards the games under review 
complemented by the often zany (some 
called it commercially irresponsible) 
approach. As Anthony Caulfield’s film 
Classic Games Crusaders says at the start, 
the problem for the industry with Newsfield’s 
staff is that THEY TOLD THE TRUTH. 
There’s no way | couldn't find it gratifying 
that those titles still live in so many minds 
over 25 years later. 


Notes: 

All magazine scans were provided by Mort 
at www.Zzap.co.uk. 

Behind the scenes photographs were 
provided by Roger Kean. 


This is a truncated version of an interview 
that was originally published on Out-of- 
Print Archive in 2010. 
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sually reconstructing games can 

result in disaster, but Decap Attack 

has come off none the worse for 
it. Decap Attack is basically a complete 
remake of Magical Hat Flying Turbo 
Adventure, a cute looking platform game 
based on an animated television show in 
Japan. Due to licensing issues outside of 
Japan, the development team at Vic Tokai 
stripped out the plot, visuals, sound, and 
characters to.create a completely different 
game altogether. Of course, the basic 
game engine\was stilltsed: side-scrolling 
platform action with a character who used a 
throwing weapon. 

Decap Attack features a typical B-movie 

plot: the evil Max D. Cap and his underworld 
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Chuck DFHead losesthis sihead and makes a fun for itias a boss guardian 


army have invaded Body Island. In an effort 
to fight back, the eccentric Dr. Frank N. Stein 
has created his ultimate weapon in Chuck D. 
Head. Being a mummified creature, Chuck 
has no head on his shoulders and instead 
has a head that can extend from his stomach, 
attacking any enemy that get in the way. 
Now, aside from the puntastic character 
names, this may all seem quite normal, but 
as soon as you start playing, you will quickly 
realise that this is nothing like you've ever 
seen before. Body Island, which is shaped 
like a skeleton body with each section 
named after body parts, has been infested 
with some of the most bizarre creatures 
you will ever see: little imps that fire arrows, 
cow skulls with little feet, homing jellyfish, 


This pole not only allows Chuck to jump and swing on but also provides a little 
Easter Egg surprise for the more‘inquisitive gamer 
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water 


skeleton fish, slugs with spike shells, and 
ice skating clowns. 

One of the more memorable enemy 
creatures are the slightly deranged fish who 
are only too happy to jump up as Chuck 
leaps over water, and if you hang around 
long enough, they will:surface and race 
after you on land. There’s something creepy 
about their oversize grin and boggle eyes. 
An irritatingsenemy that requires multiple 
hits, but it’s guaranteed that they will have 
inflicted some damage to Chuck before they 
give it up. 

To help rid his homeland of these 
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underworld nasties, Chuck has an 
amazing array of moves and weapons at Above left: Chuck enters the jolly surroundings of an organge tinged sunset level. 
Above: Certain sections that require Chuck to swim to his destination 


his disposal. While his main attack is his 


extending head from his torso, he also has 

other moves at his disposal. By jumping skull, they will instantly die. It can also be paths that lead to prizes. Will the player 

on top of his enemy, Chuck can effectively thrown right through a number of enemies take a risk and place all their Chucks down 
bury them into the ground. He can also do at once, or placed in the path of oncoming one path in the hope of collecting multiple 


a pretty good Superman impression if the enemy. It’s a great weapon, but you can’t prizes or will they take a conservative 

player repeatedly presses jump in mid air afford complacency to set in, as one hit approach and place one down every path? 

which will have him slowly floating down from an enemy and the skull will disappear. There are also various power-up potion 

almost like a classic cartoon character. Players may recall collecting golden items that can be collected throughout the 

Then there’s one of the best weapons » coins on their journey through the rounds, levels. Once collected these are stored in 

available in the form of a skull. This skull which can be used for the excellent bonus the lab, which can be accessed at any time 

can be picked up and propped on top of level that appears after the level has been during play by pressing the ‘A’ button. The hs om” 
Chuck’s shoulders, thrown around the completed. Depending on the amount of lab brings up a screen with Dr. Frank N. eee 
screen, and returned back to his shoulders. coins collected, the player can place one Stein and Igor showing all*the power-ups : 
If any enemy should get in the way of the to five Chuck clones down any of the five collected. Here the player can ask what =_—™ 
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each potion does or use them. The various 
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Back atithe lab, Frank N&Stein and Igor remind chuck of the helpful power, ups that ° 
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punch harder, run faster/jump higher, 
freeze the baddies, protective shield, ball 
or life weapon, and an earthquake boom to 
take outvall monsters on screen. 

Decap Attack features level design that 
you would come to expect from the genre 
— platform sections, collapsible bridges, 
jump springs, end-of-level guardians — 
but it does have a few neat tricks up its 
g familiarlooking sleeves. Tibuland’s level 
7 Wy 3-1 is one long race through to the end 
= asthe screen constantly scrolls to.the 

iright in what would be called an ‘endless 
runner’ these days. While the constantly 
moving screen is a concern, an even 
bigger concern is the large totem pole 
monster following up from the left of the 
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playing another cute 
platform game has 
great appeal 


screen. Anything unfortunate to getinits .. 
way is chomped up by the monster’s many'™ 
gnashing mouths. So not only have you to 


contend with the enemy and obstacles that 


come at you from all directions, but you’ve 
to stay one step ahead of this seemingly 
unrelenting enemy. Other levels will have 
Chuck heading in all directions, upwards, 
downwards, left, or right, to reach the 

end of level. The game never lets up with 
Chuck running, jumping, and punching 
enemies allover the"place: 

1 One of the more disgusting end-of- 
level bosses is the huge mutated toad. 
Not only does it leap around the screen, 
with the aim of stomping poor Chuck into 
the ground, but it has another repulsive 


all the rounds in) ailevel; 


mn 


1 


t 


weapon up its slimy sleeve: dozens of 
tiny toads emerge from its hideous body 
with the sole aim of leaping towards the 
hapless Chuck. Some clever strategy is 
needed to defeat this mutant amphibian 
menace and its brood. 

If you like platform games and want 
to experience something different, then 
Decap Attack will be right up your side- 
scrolling alley. The premise and visuals 


may put some gamers off, but the whole 
idea of not playing another cute platform 
game has great appeal. The developers 
successfully rewrote an otherwise run- 
of-the-mill platform game into something 
more memorable. The game simply oozes | 5 
fantastic arcade action with a superb 
jaunty soundtrack, accompanied with 
appropriate dark presentation and humour. 
It.is unique; one of a’kind; and it.stands ou 
amongst the crowds of tiresome platform 
games. 


An earlier version of this article 
appeared at http://gamefanmag.com!/ 
(now defunct) in 2011. 
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The Weird and Wonderful World of 


In this special edition of Weird 
and Wonderful, we don’t take a 
look at a game but an interesting 
piece of gaming hardware 


ack in 1992, we were enjoying 
= the new generation of gaming 

goodness on the Mega Drive with 
titles such as Revenge of Shinobi, Ghouls 
‘n Ghosts, Strider, et al. But there was one 
massive game that was on the horizon 
and that was Sonic 2. As November 24th 
arrived, publicised by Sega as ‘Sonic 
2sday’, | finally managed to get a copy 
for myself and duly invited a few gaming 
friends round to play it with. 

Arnold and Adam were already present 

when Richard turned up with a mysterious 
package in a plastic carrier bag. We had 


Super Magic Drive 


no idea what this package was, even as he 
proceeded to unpack it all, although there 
was what seemed to be an extension for 

a Mega Drive, a 3.5” PC floppy disk drive, 
a serial cable, a power cable, and some 
floppy diskettes. 

He then inserted the ‘Magic Drive’ 
expansion device into the Mega Drive 
cartridge socket, sat the floppy disk drive 
next to the Mega Drive, connected the 
serial cable from the ‘Magic Drive‘ to the 
back of the floppy disk drive, and then 
plugged in the power adaptor into the 
floppy disk drive. 


Weird and Wonderful World of Retrogaming: Super Magic Drive 


SUPER 
MAGIC DRIVE, 


The package comes in two boxes. One holds the external floppy disk drive 
(above right) while the other box has the main Magic Drive and parallel cable 


With everything set up and ready to 
go, he said to “watch this”. Now this was 
when we looked on bemused as Richard 
plugged the Sonic 2 cartridge into the 
‘Magic Drive‘ socket, and inserted a floppy 
disk into the disk drive. He powered on 
the Mega Drive to settle on a strange 
green menu that we had never seen 
before. Richard then used the Mega Drive 
controller to navigate the menus, named 
the file, and a countdown began. Once the 
countdown completed, he switched off the 


Mega Drive, removed the Sonic 2 cartridge 
from the slot, and selected another 
filename from a menu. Another countdown 
started. Richard explained to us as the 
countdown commenced that he had just 
used this ‘Magic Drive‘ equipment to make 
a “backup copy” of Sonic 2 to the floppy 
disk. He was right enough; Sonic 2 loaded 
from the floppy disk without the cartridge 
being plugged in. We were stunned to say 
the least. 

What Richard had was essentially a 


He explained to us 

as the countdown 
commenced that he had 
just used this “Magic 
Drive” to make a 
“backup copy” of Sonic 
2 to the floppy disk 


game “Backup” device that he managed 
to purchase from a videogames importer 
through a magazine advertisement. 
Manufactured by Front Far East in Taiwan, 
the Super Magic Drive was only available 
in the United Kingdom through importers, 
and naturally, this came at a price: £150 for 
the 8 Megabit version (SMD800) — around 
the same price of the actual Mega Drive 
at that time. Of course, 3.5” floppy disks 
themselves would need to be purchased 
separately, and came at £10 for a pack of 
10 disks, if | remember rightly. 

The Super Magic Drive was originally 
developed with 4 Megabit of RAM (or 4 
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Games such as Sonic the Hedgehog 
could easily be “backed-up” 


Meg as we would say at the time) with 8, 
16, and 32 Megabit versions becoming 
available through time. This means that 
the 8 Megabit version can copy and play 
games that are 2-8 Megabit in size. 

Once all the equipment is set up and 
the Mega Drive is switched on (with game 
cartridge plugged in), the Super Magic 
Drive interface appears. The original 
device did not come with any instructions 
on how to use it, but the main options are 
self explanatory. The user is presented 
with the Super Magic Drive’s Utility Menu 
which also shows available RAM (Megabit) 


NEW NAME =: 


>» SAVE IC CARD 


RENAME FILE 
DELETE FILE 
FORMAT DISK 
LOAD DATA 
SAVE DATA 
LOAD FILE 
SAVE FILE 


[+--+] —MENU 
[t+] —CHOOSE 
[C1] —ACCEPT 


RAM Sm 
CARD Sm 


The main menu of the Super Magic Drive, which was self-explanitary in both 


its layout and terminology 


and the size of the inserted cartridge 
or “Card” (Megabit). Using the Mega 
Drive controller’s d-pad and buttons, the 
user can navigate the menus and select 
options. The two main options that are 
initially presented to the user are ‘Run 
File’ and ‘Run IC Card’. We will explore 
the ‘Run File’ option later, but using the 
‘Run IC Card’ option will just run the game 
cartridge that is plugged into the device. 
Pressing right on the controller’s d-pad 
will bring up an additional menu. Here, the 
user can select various options such as 
‘Save IC Card’, ‘Rename File’, ‘Delete File’, 


SONIC 
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By using the fairly self-explanitory menu system, gamers could “back-up” their 


Mega Drive cartridges to floppy disk 


‘Format Disk’, ‘Load Data’, ‘Save Data’, 
‘Load File’, and ‘Save File’. 

Using ‘Save IC Card’ brings up a new 
screen with the option to name the file. 
Pressing Up on the d-pad and button ‘C’ 
will start the save ROM to disk process. 

A countdown will then begin indicating 

the saving progress. This is generally 

32 seconds for a 4 Megabit game and 

64 seconds for an 8 Megabit. When the 
saving process is completed, the cartridge 
ROM will be saved to the floppy disk as an 
SMD ROM file format. 

Depending on the cartridge game size, 
the user can fit a number of game ROMs 
onto one floppy disk. One 1.44mb floppy 
disk can hold 12 Megabit worth of Mega 
Drive ROMs, so the user can end up 
with two games on one floppy disk such 


Depending on the 
cartridge game size, 
the user can fita 
number of game ROMs 
onto one floppy disk 
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The Magic Drive saves Mega Drive game ROMs to the floppy disk as SMD files 
which can be loaded by using the ‘Run File’ option 


as Sonic the Hedgehog (4 Megabit) and 
Sonic 2 (8 Megabit). 

Playing games from a floppy disk 
is a matter of choosing the ‘Run File’ 
option from the main menu, selecting 
the filename on the floppy disk, and 
waiting for the ROM to load into the 
Magic Drive’s memory. This generally 
takes about one minute, with a counter 
counting down from 64 to zero. The 
game will stay in the device’s flash 
memory until it is switched off. 

The Super Magic Drive also includes 
the ability to save game states using a 


SMD 
SMD 
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battery-backed RAM similar to the ones 
found in game cartridges. This is achieved 
by using the Save/Load Data option in the 
menu. Other options on the menu include 
the ability to rename/delete files from the 
floppy disk and format a floppy disk. 

While we didn’t have a PC back in 1992 
to check this, the Super Magic Drive has a 
COM 1/O port that can be used to connect 
to a PC with a 25-pin male-to-male parallel 
cable. Using software such as ROM 
Backup Device Utility allows the user to 
save cartridge ROMs to the PC and to play 
them from the PC. 


RUN FILE 
FILE LIstT: 
1-SONIC 


LOADING... 
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Playing games from 
floppy disk is a matter, 
of choosing Run File’, 
selecting the filename, 
and waiting for the 
ROM to load 


One feature we did manage to test 
is the ability to play games from other 
regions such as Japan and the United 
States. These import games can be 
played easily on a Super Magic Drive as it 
acts as aregion-free converter. Just plug 
in an import game into the cartridge slot 
— its shape wasn’t restricted — power it 
on for the menu screen and play or copy 
the game. 

So the Super Magic Drive was certainly 
an interesting device for us back then, 
and acted not only as a “back-up” device 
for Mega Drive games, but also a region- 
free converter. We were living in the ROM 
hacking emulation world before it was a 
thing. Interesting times, indeed. 
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A lot can happen in ten years, 
and there have been many 


homebrew games released in the 
last decade. Here we catch up on 


some of the best 
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R-Type, Amstrad CPC, 2012 


“A side scrolling shoot ‘em up with the 
player taking control of the lone pilot. The 
game comes with numerous options on 
the main menu: Game Mode (Aracde or 
Casual), Sound Mode (Music, Effects, 
Mixed), Continues (0-5 and infinite), 
Lives (1-7), and Sound Test. Casual 
Mode allows the player to start on any 
stage from 1 to 8. The casual mode also 
gives a Rebirth option (allows the player 
to continue where they die or reacha 
checkpoint), as well as the ability to keep 
or lose weapons when die.” 


https://cocrulez.fr/GamesTest/r-type 
reloaded.htm 
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Outlaws, Amstrad CPC, 2016 


“Outlaws is a third person arcade shooter 
in a similar vein to the classic game 
Cabal. After the practice level, the player 
is thrown out into the lawlessness of 

- Cowntury County with all sorts of villains 
and outlaws to shoot down. Daniel has 
four lives with a life being lost when an 
outlaw shoots him. The player can receive 
gifts by shooting at barrels, which are 
found in general play across the normal 
and bonus rounds.” 


https://retrobytesproductions.blogspot. 
com/z2016/11/outlaws-coc.html 
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Doomsday Lost Echoes, Amstrad CPC, 
2016 


“Doomsday Lost Echoes (DDLE) is a 
graphical text adventure. The game was 
programmed specifically for the Amstrad 
CPC using the Professional Adventure 
Writing System (PAWS). It makes use 

of most of the PAWS capabilities and, 
although it is a text adventure, it.relies 
extensively on graphics support. DDLE 
can be played on a real Amstrad (CPC or 
Plus) or in an emulator. It requires 128KB 
of RAM and a floppy drive able to read 
720KB discs. Besides this, there are no 
other compatibility issues.” 


https://doomsdayproductions.org/ 
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Sam’s Journey, Commodore 64, 2017 Soulless, Commodore 64, 2012 


Bomberland, Commodore 64 2013 


Sam's Journey by Knights of Bytes is 

a brand-new original scrolling platform 
game developed for the Commodore 64 
home computer. It’s about a cute little 
hero called Sam who finds himself on an 
unexpected journey in a.strange world. 


“From Georg Rottensteiner comes 
SOULLESS - a new arcade-adventure 
game for the Commodore 64! Soulless 
takes you on an epic quest around a huge 
exquisitely detailed map packed with 
objects to search and monsters to avoid 
as you desperately try to find your human 


“Michal Okowicki’s Bomberland brings 
classic console style multi-player party- 
gaming to the Commodore 64 like never 
seen before. Complimenting epic and 
customisable 2-5 player death-match 
tournaments with an incendiary 36-arena 
single player campaign, no other 8-bit title 


https:/Awww.knightsofbytes.games/ soul.” even comes close to the chaos and boom- 
samsjourney http: //www.psytronik.net/newsite/index. bastic mayhem of this game!” 
php/c64/39-soulless https://rqcddev.itch.io/obomberland 
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Land of Mire Mare, ZX Spectrum, 2014 


“Finally, the legend has seen the light of 
day. Sabreman’s last adventure takes 
place in the Land of Mire Mare, where 


Aliens Neoplasma, ZX Spectrum, 2019 


Aliens Neoplasma was entered as part of 


the MIA Spectrum competition and came 
in first place. The game is based within 


original story of its own. 


X=Y=Z, ZX Spectrum, 2014 


“Roll, slide, twist, and teleport your cube 
around the levels in order to reach the 
exit, with a limited palette of commands 
available, across 34 levels of increasing 
difficulty.” 


three volcanoes are on the brink to burn the Aliens film universe, but follows an 

the whole territory. In order to avoid a 
ME aster Sabreman will have to find and = 
Muse three magic jewels.” i s./zxonline.net/game/alien-game/ 
mAttps://worldofspectrum.org/forums/ 
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Heart of the Alien, Amiga, 2016, 


I 
Powerglove Reloaded, Amiga, 2016 


~ Max Knight, Amiga, 2017 


“Powerglove Reloaded is a cclassic-erarun Max Knight is a traditional platform affair Heart of the Alien is the sequel to the 
‘n’ gun game developed by Lazycow and __that harks back to the 1980s gaming visually striking cinematic adventure 
Pierre ‘Cyborgjeff’ Martin. Guide the hero —- scene. The game’s plot follows the titular platformer Another World that first 
through the polar thermal reactor complex, — character as he sets out to rescue his appeared onthe Amigain1991.Usingthe = > 


navigate the complex network of transport brother who is being held prisoner by an Mega CD version as the source, the game r ' 
tubes, locate the six control diamonds and __ evil dragon. was reverse engineered for release on the = 
blast away every rogue robot that stands Amig. = 
in your path!” _http://pixelnation.ppa.pl/maxknight/ s = 


https://rgcddev.itch.io/ http://hol.abime.net/6165 
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Anarcho Ride, Atari ST, 2018 ~ "Laser Ball 2015, Atari ST, 2015 Escape 2042, Atari ST, 2018 


ANARCHO Ride is a crazy smash and A remake of the 1991 public domain Escape 2042 takes place in three different 


crash racer for the ATARI STe/Falcon. puzzle game Laser Ball. The game was environments (prison, desert, forest) 
Tons of graphics and music, loads of updated with many features: bug fixes, and is interspersed with 2 mini-games, 
levels and two expansion packs! As new visuals, new levels, new music, and including a reversed “Shoot’em Up” and 
MAGGIE 25TH PUTS IT: _ more. The game, which bears similarities an original rappelling game!. Avoid the 
“...aracing game to end all sensible [ to Deflektor, involves the player directing security cameras, collect grenades to get i 
racing games, Anarcho Ride! ...” » laser fire onto its target by moving mirrors rid of your enemies, exercise your working 

into the right positions. memory by hacking the computers of the 
https:/Awww.hd-videofilm.com/anarcho/ prison to unlock the doors or to disactivate 


106 https:/Awww.hd-videofilm.com/laserball/ the safety systems. 
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~ Lala the Magical, NES, 2016 
= i 
<3 - 4 
= A classic platform game from the Mojon 
_ Twins, converted from their own Lala 
Prologue game that first appeared on 
the ZX Spectrum and Amstrad CPC. The 
game follows the adventures of a young 
"T witch, Lala, who sets out to seek a set of 
~ dangerous Power Gems. 
http://www.mojontwins.com/ 
juegos_mojonos/lala-the-maqical-nes/ 
tO = si 
pas - = at 1. = 
a) 
Tanglewood, Mega Drive, 2018 
= ff 


han platform game from Big Evil Corporation 
following their successful Kickstarter 
campaign to fund the development of the 
game. Tanglewood follows the story of 
Nymn, a young creature who must make 
his way through the wild jungle at night. 
Along the way he will encounter many 
different creatures. 
https://tanglewoodgame.com/ 


K.Y.F.F., NES, 2012 
: 

* “K.Y.F.F. is a 4-player game that allows 
all four people to compete against each 
other in a battle royale in the style of 
classic beat ‘em up games. This game 
was developed specifically for the 2012 

NintendoAge Campout.” 


http://slydogstudios.ora/ 


Mega Cheril Perils, Mojon Twins, 2016 


Bb sicce Cheril Perils is a platform game 
from The Mojon Twins that originally 


appeared on the ZX Spectrum as Cheril 
Perils. The game follows the adventures 
of Cheril in this classic platformer with the 


usual Mojon style: wacky story, colorful 
visuals, and entertaining gameplay. 


http:/Awww.mojontwins.com/ 


juegos _mojonos/mega-cheril-perils/ 
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Assimilate, NES, 2012 


“Assimilate” itself is meant to be a very 
simple retro-style game, in the mold of the 
NES'’s earliest titles which were mostly 
ports from the arcades. The goal of each 
level is to maneuver around a series of 
deadly projectiles and enemies while 
kidnapping and assimilating the humans” 


https://nessylum.wordpress.com/buy-now/ 


Wolfenstein 3D, Mega Drive 


“A homebrew port of the MS-DOS classic, 
it turned out to be a much better port than 
the super low res SNES version. Genesis 
really does what Nintendon’t!” 


endev.spritesmind.net/forum/ 


viewtopic.php?t=1537& 


a 


6102 YANNNS NOILDVOULAY 


107 


Review 


it £4 


Castlevania: 
yectral Interlude 


ron) 
So 
N 
ae 
Ww 
= 
= 
=) 
(ep) 
r 4 
e 
j= 
© 
< 
s) 
% 
= 
an 
4 


Format: F ZX Spectrum 
Code: ™ SaNchez 
Graphics: darkman007 

Music: diver4d 
Release: 


Early enemies include the skeletons, but should be easily dispatched 
with a careful swipe of Belmont’s whip 


Castlevania Il: Simon’s exercise for Simon Belmont, who was 
Quest, but it soon morphed Pym in to the fact that he may never be 


into an original idea in its involved in any worthwhile experiences. 


The town provides Belmont with all adventuring 


needs: weapons shop, blacksmith, and a church own right. Things kicked off when Simon went to a 
Castlevania: Spectral graveyard overrun by skeletons, only to 
e at Retroaction have Interlude follows the series’ hallmarks with discover that this was just the beginning of 
never been big fans of the its blend of action-adventure and RPG a bigger adventure. 
Castlevania series, but that elements mixed with some new ideas and Castlevania: Spectral Interlude is a 
may be due to the fact that it originated designs. It tells an original story of the single screen platform game and is huge, 
on Nintendo’s 8-bit console than anything Belmont vampire hunters and remains true’ with 150 screens to explore, including 
else. The series has never appeared on to the series roots. many sneakily hidden rooms. There 
the Spectrum in any form at that time The backstory tells of how peace are ten enemy types (skeletons, bats, 
either. returned to the world following the demise werewolves...) and eight boss guardians 
Originally, this project was to be a of Dracula’s resurrection. Training at a to deal with. To help with this Belmont is 7 


demake of the second game in the series, time of peace seemed like a fruitless equipped with his familiar whip, which 7 
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Belmont can restore his health by 
praying in front of any angel statue 


can take out most of the enemies. Once 
dealt with, enemies leave behind coins of 
various values. These coins can be used 
at the town’s weapon shop to purchase 
additional weapons, such as dagger, axe, 
and more. 

The plot of the game is advanced with 
the use of character dialogue boxes 
throughout the game. These are actually ; 
quite overlong scenes with dialogue 
going back and forth countless times and s 


The first of eight bosses to encounter 
as Belmont avoids his fireball blasts 


= mm" LJ 


needlessly slow things down. The game 


could have benefited from being trimmed ® 


in this regard. 

Gameplay is very smooth and Belmont 
himself is pretty nifty at getting around the 
scenery. As well as the normal walking, 
jumping, and whipping, he can also duck 
and jump down from platforms. The 
difficulty is spot on and gamers should be 
able to progress at a steady pace without 
feeling frustrated or that it is too easy. 
When things do get rough, there are health 
upgrades available to help out. 

Visually, Castlevania: Spectral Interlude 


Dwelving deeper into the game, 
Belmont will come across flying 
monsters, deadly traps, and dungeons 
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is unmistakeably Speccy: four colours and 
colour clash. The developers have went 
to great efforts to bring out the best of the 
Spectrum's graphics but, in doing so, it 
brings out the machines flaws to the fore. 
Having playable characters, or the enemy, 
the same colour as the background is 
never a good idea for a clear visually 
playable game. While the game just about 
gets away with the machine’s limitations in 
certain areas, it does not in other areas. 
The game uses the 128K Spectrum to 
good use especially when it comes to the 
superb soundtrack. The first thing that 
hits players is the great audio track that 
accompanies the opening text crawl. The 
game keeps this audio quality throughout. 
Despite the minor visual niggles, 
Castlevania: Spectral Interlude is without 
doubt one of the best homebrew games to 
grace the Spectrum. 
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represent the level of magic ability the 
adventurer has at their disposal. 


Monsters will be encountered within the 
- | of Sergoth, which is when the turn- 


they are a bit on the slow 
side, almost to the point of — 
frustrating. The Shadows of 
Sergoth is anything but slow, and 
actually moves around like a 16-bit game. 
To get that fast snooth movement, 


based combat will begin with each character 
taking their turns one after the other. The 


success of any attack depends on the the visuals must have been sacrificed, == =" > 
in-game roll of a twenty-sided dice (similar you say? No not at all, the visuals are up et 
rules to Advanced Dungeon & Dragons). After ~ there with the best we have seen on the x 
battles, the adventurer’s health may have Amstrad CPC. The game is colourful with » 
decreased, but this can be restored by eating, — well defined graphics throughout. The move in the basic four directions, as well 
sleeping, healing spells, or healing magic. player’s inventory is clearly displayed to © as perform strafing, pick up items, check/ 
Experience points (XP) are gained the right of the screen while the stats, change inventory, and much more. 
throughout the adventurer’s progress map, and compass, are along the bottom. A nice touch is the ability to pull up a -_ 
in the game by discovering new areas, " Sound is adequate, and it is nota map of the current level with the press of a 
solving puzzles, or defeating an enemy. game that requires much in the way : a button, rather than a hand drawn map. — | 
= enough experience points helps of in-game music. The eerie quietness = The map only shows areas that the player _} 
towards levelling up in stats... We could | the dungeons gives off the perfect has explored so far, and doesn’t give away 
go on detailing the game as it so huge and atmosphere. There are suitable spot too much of the level’s secrets. 
involving, but some things are best left for the — effects such as weapons contacting with The Shadows of Sergoth will need an 
player to discover on their own. enemies, keys clicking with locks, doors Amstrad CPC equipped with 128KB or 
The first thing that struck us when opening, and more. memory, and it is no wonder. This game is 
witnessing The Shadows of Sergoth in action Movement is arguably better achieved an epic achievement in development and - 


was the speed of the game. Anyone who by the use of the keyboard as there are execution. 
has played a dungeon crawler on an 8-bit quitesasiewsactionsmecding.carried:Oute: —_. eee... een... .. ee <2 ee 0 es 
computer will know that, despite their quality, during play. The adventurer will need to Retroaction rating: Eight/10 
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Format: MSX e don’t see many MSX games 
by ; pass by the abandoned 
Developer: ‘IBrain Games Per Oacton on te (bit 


Code: Santiago Ontanon  *spelunker has got our attention 
with its credentials and awards that it 
Release: 2017 


ly has gathered up along the way since 


bttos://github com/ its appearance in the MSXdev’17 


competition. Not only did it appear in the 


santiontanon/xspelunker MSXdev’17 compo but it came away as 


the winner in the ‘MSX Classic category’ 


as well as picking up awards for ‘Best Xavier swipes at the flying fish with 
music and sound FX’, ‘Best gameplay’, his machete 
and ‘Most polished’ game. 
The player takes on the role of Michael are pitfalls, monsters, and obstacles to 
S. Xavier, who goes overcome before Xavier can make any sort 


on an adventure deep __ of progress. 

into the Maya territory Xavier starts his adventure with three 
to explore ancient hearts of health and will lose a heart each 
ruins. The trip is not time he is hurt. Loss of a heart can occur 
going to be easy, if a monster touches or throws a weapon 


though, as the Mayan at Xavier or if he falls from a great height. 
jungles are brimming Hearts can be regained by completing a 
with danger. There stage. Each level also has to be done with 
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The landscape of Xspelunker is varied with water, ledges, platforms, rope vines, 


trees, weapons)and much,more 
114 


reach an arrow, 


a three minute limit, but providing the player 


does not mess around for too long, this 
should not be a problem. 

While his inventory is limited to his 
basic machete, bombs, and rope, Xavier 
can collect various items along the way. 
However, be aware that his inventory is 
limited to a handful of items at one time, 
so consideration needs to be taken when 
choosing what to carry. Xaviers’ items 
include the machete (useful for close 
combat), bombs (used to drop/throw at 
monsters or walls), and rope (used to climb 
platforms). Items that can be collected are 
stones, shield, bow/arrows, boots, diving 
mask, idol, and antigravity. 

As soon as the game begins, there is a 
nice little introduction sequence and text 

a 


A deadly, scorpion scuttles towards 
Xavier to unleash a deadlyfsting 


screen detailing the backstory to the game. 
The game’s graphics may seem quite small 
and limited, but they are clearly defined 


mand the main character is well animated. 


Xavier’s head even bobs up and down when 


WW he stands stil. 


The level design and controls are well 
done and do not feel like they are laid 
out to trick the player into being killed. 
There are areas of water but it does not 
kill Xavier as he can swim and even dive 
under water with the diving gear. Another 
nice touch is the ability to crouch down, 
allowing Xavier to look around him to see 
what dangers lie ahead. 

The game’s soundtrack is equally 
impressive and it is clear why it has been 
lauded in this particular area. The music 


is a lot of classic style platform action: jumping across gaps, climbing 
collecting items, fighting creatures, and more 


Don’t jump around carelessly as nasty 
thorns lie in wait for impatient players 


that accompanies the introduction sequence 
helps build up the atmosphere in the game 
perfectly, and it keeps that up throughout. 

So the visuals, music, and gameplay 
are all excellent, so why the lukewarm 
rating? Well, it is because of one feature, 
but it is something that affects the overall 
experience of the game. Xspelunky has 
“procedurally generated” levels, which 
means that the game never plays out the 
same way as its levels are always mixed up 
each time the players begins a game. 

In theory, this is a fantastic idea to prolong 
the game’s lastability, but in practice it 
hinders new players of learning the game’s 
layout and getting a feel for everything. It is 
like playing a new game every time and you 
have to learn the level layout from scratch 
every single time. | absolutely get why this 
is done, and if you spend hours playing the 
game then it may just work out in the end, 
but it really hampers progress and hurts the 
overall enjoyment of the game. 
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Format: Atari ST 
4 Code: Tomchi 
Game design: Heavy Stylus & 
Tomcnhi 
Graphics: C-Rem, Vierbit 
& Heavy Stylus 
Excellence in 
» Art, Tao, Stu & 
DIMAS Se 
Release: 2018 


www.atarilegend.com 


Music: 


The player’s s 
detailed, as are 


iS is small but well | 
he enemy ships 
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Plenty of action going on here as the 
enemy waves of enemy ships 


ack in 2009 with issue three of 
5S Retroaction, we reviewed the 
original rox, and what a fantastic 
genre changing game that proved to be. 
Here, almost ten years later, the follow up 
is here to change tact once more. 
Just like its predecessor, rOx Zero 
was entered into a gaming development 
competition and came out in first place 
in its respective category. But while 
the original rOx was a series of rescue 
missions in space, rOx Zero takes the 
series into pure shoot ‘em up territory. 


Based on Self Destruct, a vertical scrolling 


shoot ‘em up PC game released by Terry 
Cavanaugh in 2008, rOx Zero takes the 
best of that title and adds some of its own. 
The game does not have a plot as such, 
but then again, most shoot ‘em ups do not 


ieee 


ered firepower is_used against the 


"main aim of the game is to fly through 
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require any backstory to play well. The 


various waves of enemy ships, taking 
them out if need be or just avoid them, 
which will probably happen more often 
than not. 

The screen is well balanced between 
the Playing area and the HUD sections on 
either side. The three meter bars on the 
right side display the level of the ships’ 
power, shield, and nukes. While on the left 
side we have the chain, multi, wave, score, 
and hiscore status. 

rOx Zero takes advantage of the Jagpad 
to control the ship, which makes playing 
the game a joy. The usual d-pad moves the 
ship around, while button A shoots, button 
B brings up a shield against red bullets, 
and button C lanunches a nuke that takes 

a 
a 


out all enemies on the screen. 

While red bullets can be deflected off the 
ship by using the shield, players should 
avoid other missiles and green bullets as 
they can cause real damage. There are 
bonuses to collect to help the cause, such 
as ‘P’ to increase firepower, ‘S’ to increase 
stamina, ‘N’ to reload nuke, and ‘X’ to 
increase all guages to maximum. 

rOx Zero does seem like a hardened 
shoot ‘em up from the onset, but there are 

=" difficulty levels (Easy, Noob, Normal) 
to allow players of all skills to appreciate 
the game. And the game does play fast 

Wy) and furious with enemy waves coming in 
at a frightful soeed. However, with enough 
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One of the gamejsinteresting features 
is the ability to save'profiles, scores... 


practice and experience, players will be 
able to beat the game. However, the 
enemy waves can become predictable, 
allowing the player to position their ship at 
the bottom of the screen to avoid the real 
danger. 

The visuals are suitable futuristic and 
metallic. The player’s ship is small, but 
well detailed, and does not get lost when 
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If the player’s ship runs out of power, it is back to using the basic weapons, 
which makes the enemy ships harder to destroy 
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Bi cack: 


the screen gets busy. There is nothing 
worse than not seeing enemy ships easily, 
but here they are clearly identifable. 
Completing the aesthetics is the great 
thumping soundtrack and crisp spot effects. 

Hardened gamers may find the game 
easy to complete, but the game has great 
replayability. There are three customizable 
profiles that the player can use that 
keeps track of the player’s name, rank, 
games played, games won, highest wave, 
and high score. The game also has an 
additional scoring system with the ‘Chain’ 
and ‘Multi’ features. The ‘Chain’ counts the 
number of ships the player destroys without 
being destroyed themselves, while a ‘Multi’ 
is accumulated when the player gains 10 
chains. 

The smooth, addictive gameplay, the 
bright and clear visuals, and the stonking 
sound all add up to a well polished game. 
This is well worth playing even for non-fans 
of shoot ‘em ups. 
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= Format: Amiga r 
Code: John Twiddy 
Graphics: Nick Lee & 
Phil Thornton 
Music: Jason Page 


Sound effects: 
Concept: 
Release: 


Richard Joseph 
Phil Thornton 


Putty uses his stretch’skills to get.a 
; is 
quick peek,below 


here is a growing list of long lost 

games that have been released 

decades after its initial cancellation, 
and Putty Squad for the Amiga is one of 
the better ones. Originally intended for 
release in 1994, Putty Squad was pulled at 
the last minute and left on the shelf — not 
just the Amiga version but also the Mega 
Drive and DOS versions. Over twenty 
years later, System 3 made the game 
available as a free download on Christmas 
Eve 2013. 

The backstory tells of the aftermath of 


——— an 


A GI Pup is dog|food\whileya Red Putty 
MIA jumps excitedly, 


a twenty year between the Putty people 
and Wizard Scatterfish and his evil forces. 
The once peaceful land of Putty nation 5 
is now occupied by the Wizard’s army of 
monsters, including the Demonic imps and 
energized Vegetables such as the T2000 
Terminator Carrots. 

The Putty authorities soon receive 
intelligence of Putty prisoners held within 
the occupied lands of Putty nation, now 
under control of the Wizard’s forces. 
Following a failed rescue attempt by GI 
Pups and Commander Napalm the Car, ! 
itis decided that the task be handed to a 
special rescue squad: Putty Squad. 

Having been developed in 1993/94, 
Putty Squad is very much rooted in classic 
platform gaming territory. The player 
takes control of a small blue blob who 
can perform various movements to get 
around the levels in order to rescue the 
stated number of Red Putty MIAs in each 


vegetables, chickens, maggots, robots...) 
and they will shoot on sight, so they 


warzone. In eac 
are stars 
to collect, and the more stars collected 
increase our Blue Putty’s powers. 

This is no simple linear platform game, 
though, as the player will need to utilise 
all his skills, and those of Blue Putty’s 
team member Dweezil, to gain access to 
unreachable areas. Blue Putty can run, 
absorb, melt, stretch, and inflate himself. 
All these moves help greatly in negotiating 
the warzones and being able to reach stars 
in otherwise unreachable areas. Each 
warzone level is completed when all the 
MIAs have been rescued and Putty has 
made it to the rendezvous point. 

However, the warzone is full of enemy 
troops of all shapes and sizes (pups, 


warzone there 


mla,deranged disc jockey 


possible. Some enemies can be jumped 
on, ala Mario, and then punched out of 
the way, while others require heavier 
firepower. Blue Putty’s main attack is a 
‘Standard Punch’, while the collection of 
stars will allow him to perform a ‘Super 
Punch’, shoot darts, use an electric prod, 
and release Terminator Putties. Stars are 
lost if Putty is hit by the enemy, while he 
can lose a whole batch of stars when he 
hits traps or MIA sandbags. 


As well as being able to use weapons, 
Putty can collect an array of useful items 


along the way. A Space Pod can be 
used for floating around the warzone 
and into hard to reach areas. Various 
food items can be picked up and eaten 
to replenish Putty’s pliability). There 
are tins of cat food that can be used 

to call Dweezil, Putty’s fellow squad 


One greatiway to reach)the upper 
platformsjis to inflate intofa baloon 
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Pa uses his Spare Pod ike) float away. 


should be avoided or taken out as soon as 
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Putty is hunted down by anjenemy chopper, and floatsyofffout of danger 


member, to help out in times of need. 
The X-ray Spex allow Putty to see 
secret doorways. The block of cheese 
acts as a teleportal, beaming Putty toa 
hidden section of the warzone. Springs 
allow Putty to reach higher sections and 
can also be collected and taken to other 
areas of the warzone and used again. 
All these items and more are what 
keeps Putty Squad fresh and exciting. 
The system requirements for Putty 
Squad push the Amiga to its limits and 
the game needs a Commodore Amiga 
A1200 AGA 68020 with 2 Meg Chipram, 
and it shows. The visuals of Putty Squad 
are typical 1990s platform gaming with 


bright colours and cute animal characters. 


While everything looks very colourful, 
the graphics are well detailed and clearly 
identifiable. Sound is often overlooked 
when discussing games from the 1990s, 
but Putty Squad does a fantastic here 
with a great soundtrack accompanied by 
some neat sound effects. 


Gameplay wise, Putty Squad could not 
have been improved upon by much. The 
animation is smoothly done and control of 
Putty is handled excellently. Any mistakes 
or falls are down to the player as the 
controls are spot on. The levels are well 
designed and are finely balanced between 
being too easy and too hard. If there is 
one gripe we have, it is when Putty is 
jumping at the top of the warzone and 
disappears off-screen for a few seconds. 
It takes just those few seconds to become 
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disorientated as we do not know where he | | 


is and where he will land. 

It would have been interesting to see 
how Putty Squad would have fared had 
it been given its original release back 
in 1994 as it is a quality product — the 
reasoning behind its cancellation is a 
strange one indeed. It may be late to the 
party, but System 3 have given the Amiga 
community a perfect present. 


Retroaction rating: 
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Pier $ 


Format: Mega Drive 
Develeper: WaterMelon 
Designers: Tulio Adriano & 

Gwenael Godde 

Release: 2010 


ffering many hours of deep story 

and gameplay, role playing 

games have been a favourite for 
many gamers through the years. And this 
has been the case for Sega’s Mega Drive, 
which had some of the best RPG games to 
appear on a 16-bit with the Shining Force 
and Phantasy Star series. So Pier Solar 
has some mighty big shoes to fill. 

The development of Pier Solar (and the 
Great Architects) has been an interesting 
story through the years. Beginning out 
as a homebrew project at Eidolons Inn’s 
forum called the Tavern, the game soon 
grew into a fully fledged independent 
physical release. 


py Hey! Watch it! Uh, Hoston? 
Hoston, what’s wrong? 


The: game introduces:new characters 
by using cut-scenes 
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Likejmany/classic)RPGs jfrom\the}16-bit{days;.the gamejis, playedywith\a'topdown) = f 
viewpointiwithidialogue boxes) moving) the‘story, forward | 


Anyone well versed in classic RPG lore 
will not be surprised about the plot of Pier 
Solar, which features three young friends 
from a small village who go out on various 
adventures while taking on all manners of 
enemy monsters. 

The game involves the usual 
adventuring themes: wandering around 
villages, travelling through the landscape, 


Edessot'isithe}youngesticharacter in 
thejteamyandfajmechanical’expert.” _| 
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searching for items, purchasing items, 
running into enemies, and more. 

When exploring the landscape, the 
player will encounter various enemies, 
which take the form of random battles. 
Here is where the viewpoint switches to 
a side on and played out in turn-base 
fashion, where each side takes turns 
moving their characters one by one. The 
game features the RPG staple attack, ) 
defend, and spell options. Characters | 
are able to attack enemies with standard: 1, | 
weapons such as sword and bows. 
Some of the enemies can fly and can J 
only be taken out by characters with 
airborne weapons such as a bows, 
stones, or a spell. 

When placed in defence mode, 
characters may carry out a counterattack 
move on any attacking enemies, Other | 
defend moves include move back away 


Rein Town 


The map screens also servejas_.a Mostihousesjcan)be entered whenever 
handy overview of the game\world the}playerwishes 


from the frontline of the battle and the 
run away, which, if successful, will end 
the battle. 

An interesting addition to the game is 
the ‘Gather’ feature. This allows players to 
exchange a character’s turn for multiplying 
their attack, magic, and healing power by 
0.5. Characters’ power can be increased 
to a maximum of fourfold (4x). Gather can 
also be exchanged between characters, 
and clever use of ‘Gather’ will ensure good 
outcomes in battles. 

The Visuals are great with some of the 


best graphics seen in a Mega Drive game. 
— om 


ad anneal <1 
e 
Lag = Owe : 5 : 
= ~ ce ee 
a —~s ; < ee 
e s = + ~ fe 
'o—_ emen iz ok hea 5 
— ond 4 
= = 
: : a 
+ Prey ows r 
a 4 
f 3 
= eS eae 
Ld 4 ee 2 
SESS ti 


a Edessot?! Edessot, are you in 
| here! 


The soundtrack is fine and what Sega 
gamers would expect from an RPG from 
the Mega Drive’s height. 

While the game may be a twenty first 
century Mega Drive release, the plot 
is stuck in the twentieth century: Full 
of clunky dialogue, thin humour, and 
cliche plot devices. The main characters 
seem to switch personalities throughout, 
giving the game an inconsistent and 
disconnected feeling. 

The actual gameplay is okay with some 
fine features included within here. The 
‘Auto-Run’ option, where the characters 


iBattlesjarejplayed|out in furnzbesed style, ina single Screenjwith ajside-on 


Viewpoint 
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The weapon shop is where the player 
can buy/sell weapons 


run around the landscape, is excellent and 
helps speed up the adventuring greatly. 
There is also a ‘Path-Finder’ option which 
enables the ability to automatically walk/ 
run around obstacles. There is nothing 
worse than bumping into the edge of 

an obstacle, so here the character will 
automatically walk around. 

One thing that has not been improved 
upon is the occurrence of random battles. 
There is nothing worse than clearing an 
area with multiple random battles than to 
come back to the same area only to run 
into multiple random battles again. Once 
the area is cleared of monsters, there 
should be no more battles at all. A missed 
Opportunity there, | think. 

Some minor niggles bring down the 
overall enjoyment of Pier Solar somewhat, 
making it a great game rather than an 
excellent one that it could have been. 
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Super Nintendo 

Nintendo EAD & 

Argonaut 

Dylan Cuthbert, 

Takumi Kawagoe, 


Format: 
Developer: 


Code: 


Yasuhiro Kawaguchi 


Masanao Arimoto 


Graphics: 


= Music: Kozue Ishikawa, 
Yumiko Kanki 
Release: 2017 


The player can choose their preferred 
pilot and wing man 
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The visuals are really impressive and move surprisingly smoothly with ships 


flying all around, up, down, left, and right 


pparantly, Star Fox 2 was 

completed and ready for release 

when Nintendo decided to cancel 
the game in late 1995. It has taken over 
twenty three years, and a mini console 
release of the Super Nintendo Classic, for 
Nintendo to finally release the game to the 
general public — albeit as an unlockable 
bonus game. So what is it? 

Star Fox 2 is a first/third-person shoot 
‘em up that follows on from Nintendo’s 
groundbreaking 1993 game Star Fox. Here, 
the Star Fox team are again battling against 
the evil Emperor Andross who has gathered 
a fleet of starships and waged war in the 
Lylat system. Team Fox consists of their 


own starships, a mothership and, of course, 
the team members themselves. 

The mission is to stop Emperor Andross’ 
plans of invasion by defending the Lylat 
system and the planet of Cornria at all 
costs. This will involve taking down boss 
enemies, planet bases, the enemy’s Star 
Wolf team, and Andross himself. 

Selecting your main pilot and wingman 
for the mission can be crucial as each 
member has a different ship with varying 
degrees of features such as E-Charge, 
shield, and speed. 

The main map displays the space 
battlefield with Corneria in one corner and 
the enemy bases and ships in the other 
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| he planet of Cornria 


corners. Enemy ships and missiles will 
progressively advance towards Corneria 
and it’s up to the player to choose their 
target wisely. Here is the strategic part 

of the game. Should the player intercept 
the more dangerous carrier ships that are 
further away or take out the small ships that 
are close by? 

If the player’s first pilot dies in battle, their 
wingman takes over — essentially an extra 
life — but if they die, it is game over. It is 
also game over if the damage to Corneria 
reaches 100%. 

While the ship’s shields will naturally 
deplete after engaging the enemy in battle 
— unless you are Luke Skywalker — they 
can be re-charged by docking safely with 
the mothership. 

Star Fox 2 may prove rather easy to 
hardened gamers, but there is so much 
replay value in here: two very distinct 
difficulty levels (normal and hard), non- 
linear gameplay, randomised enemy 


attacks/layouts, different team selections, 
and so on... The game also ranks the player 
on their performance, meaning that there 

is an incentive to improve their ranking 

by completing all the tasks and collecting 
special items. 

The game features superb aesthetics 
throughout and really pushes the Super 
Nintendo hardware to its limit, almost 
bringing it to its knees at times as there is 
some slowdown when things get hectic. 

The slick presentation is evident 
immediately with the flashy opening 
Nintendo logo, title screen, and intro cut- 
scenes. The game continues its super 
visuals for the whole game, with fine 
polygon graphics that move around smooth 
enough. Sound is also well done with an 
atmospheric soundtrack and crisp sound 
effects throughout. 

The game quickly progresses along and 
builds up great tension as the enemy closes 
in on Corneria. Having the characters’ faces 
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The game moves into a third person 
viewpoint in the ship carrférs 


pop up on screen as they shout instructions 
and dialogue across to each other adds to 
the excellent atmosphere. 

While some critics may moan about the 
game having a juttery frame rate at times, 
people have got to remember that this is a 
25-year-old game running on 30-year-old 
hardware. Come on, people, don’t judge a 
Super Nintendo game against modern 2016 
gaming standards. 

This reviewer has not played the first 
game or has any ties to Nintendo, so this 
review is by no means biased or viewed 
through “rose tinted glasses” — gripes that 
many sceptics throw around these days. 

Overall, the game does a good job in all 
the important areas: plot, graphics, and 
gameplay. So it is surprising that this was 
cancelled back in the day, as it could have 
been a fitting swansong for the Super 
Nintendo. 


Come ceeerccceseccescccersecoesereereoeerereesereeeeeoD 


Retroaction rating: Eight/10 
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An €pic Arcade-Adventure For The Commodore 6! 


an air Pee a SS 
_ o ~ ¥ Ray: : ii ? oe hcl 
= <%* by 4 “ ; 
A ir 
wm . ‘se oe 
’ a 


= eee FF ~ Actual C84 
GAME FEATURES: 

Massive Map To Explore . Stunning Animation 
Searchable Objects . Atmospheric Soundtracks 
Detailed Background Graphics . Magic Effects 

Separate Animated Intro + End Sequences 
Spawn Points . Spirit Stone Puzzle 
AS Poster/Map . Companion CD 
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NCEASH THE BEAST FROM YOUR CoH! 


ow Available For C64 On Tape, Disk, Cartridge + Digital Download 
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